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THE SECRET OF MONKEY 

ISLAND™ 2 • LE CHUCK'S REVENGE 

The Secret of Monkey Island witnessed 
the demise of the evil ghost pirate Le Chuck 
at the hands of young Guybrush, and an 
agitated bottle of root beer. Guybrush doesn't 
have long to rest on his laurels however, 
because blood is thicker than root beer, and 
Le Chuck's brother is out for revenge. 

Available on: PC Compatibility: EGA, VGA, 
MCGA. Requires 640K Ram AT or better 
recommended. Hard disc recommended, 
Supports AdLib™ and Roland™ and CMS 
Gameblaster sound cards. 



n ft ClucuArti 
Entertainment 
Company Lucas Dim 
Games b ■ 
trademark of 
Lucas film Ltd. 

The Secret of 
Monkey Island Is a 
trademark of 
LucasArts 
Entertainment 
Company. All rights 
reserved. 
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JB|e^|§L^ ^ ^ LUFTWAFFE™ 

As American 

1 I £ llTCi forces selzed 

I . \M M! |?a JN§ control of the 
\W<E&-- - T\fr^ iVV skies over 
i LE . vll. %TS Germany, Nazi 

Screenshot from PC fVGAJ scientists 

unleashed strange and powerful aerial weapons 
in a last desperate attempt to win the war. 
Secret Weapons of the Luftwaffe gives you a 
gripping, highly realistic experience of these 
extraordinary air battles, from the first daylight 
bombing raids in 1943, to the final days of The 
Third Reich. 



Available on: PC Compatibility: VGA/ MCGA 
256-Colour, EGA, Tandy <K (AT) 80286 or faster 
recommended. Hard disk recommended. 



- to Use 
up Look : ' 
to Turn on 
Turn off 



Ma& to door 



Screenshot from PC 



Mouse or Joystick. Supports 
Adllb™ and Soundblaster™ 
Sound Cards'" and Roland'". 
' 1990 LocasArti 
Entertainment Company. 
All rights reserved. 




KlUSfAI ■ DRAGONS Of FLAME • HEROES Of THE LANCE TIL* 0191 443025 
OUSE Of THE AZURE BONOS • POOlOf BAOIANCI 
CHAMPIONS 0) KRYNN TIL OIQB 441034 
BUCK DOORS • SECRET Of THE HIVR BUKS • 
EYE Of THE IEH0UHR Til; 0B9B 443030 
OPERATION STEALTH • fUTURE WARS • CRUISE FOR A CORPSE TEL 0B3B 6541B4 



NEED HELP? CALL THE 

GOLD PHONE 

HINTS & TIPS LINE 



UJCASflLM HELPLINE • COMPETITION • INDIANA fONfS <ZAK MCKRACKEN < 
MANUC MANSION • LOOM • THE SECRET Of MONKEY ISLAND • BATTLE OF 
BRITAIN Til: 0839 634133 
NEW RELEASES • COMPETITION TEL: 0139 654134 

COMPETITION - £200.00 WORTH* OF 

US GOLD GAMES TO BE WON EACH MONTH. 



I' you arm undrr 1 1 pleaie get petmiuion ro uu the teleplwH>e. Call) coif lAp per r"inwte cheap role. 4Sp per m : nut* all other timet. 

Service provided by U.S. GOLD LTD., UNITS 2/3, HOLFORD WAY. HOLfORD, BIRMINGHAM B6 7 AX 





MIGHT & MAGIC III 

You've never SEEN or HEARD a game like 
this before! 

ADVENTURE - A swashbuckling adventure for 
heroism and wizardry that will keep you 
riveted for hours and hours. 
SOUNDS - Stunning music, sound fx and speech 
add a "3rd dimension" to play ...ominous voices 
and screams will seek to unnerve you! 

HELPFUL -Automatic "help" is available to show 

"V you the way when 
$\ you're stuck. 





I NOTE: Former 
experience with 
previous Might and 
■ Magic's not 
I required. 

aJI Available on: 
I Amiga and PC 
V}) Compatibles. 
J^(VGA/MCGA 256 

Colour, EGA 
Supports Adlib™, 
Soundblaster™ & 
Roland™). Hard disk 
required. 

NEW W\'RLO COMPUTING. INC. 

1991 New World Computing 
Inc. All rights reserved. 
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SHADOW SORCERER 

This new concept in role-playing adventure 
means that in minutes you will find yourself in 
the thick of the action, facing many enemies 
not the least of which is the SHADOW 
SORCERER himself. 

• 100% "Point 'n' click" icon control 
(no laborious typing). 

• 3D isometric play area giving you more 
control in the playing environment. 

• Control up to 4 characters in a life or death 
struggle against evil. 

• Hexagonal grid, wilderness map for outdoor 
confrontations. 

• 3D "animated miniatures" represent your cast 
of characters in 

real-time S\. v - 
combat 
action. 

Available on: 
Atari ST, 
Amiga & PC 
(EGA, CGA, 
VGA, TGA). 

Scieenshol from ""v" 

Atari ST fcT ' 



AMD DRAGOXIANCE utd tbr tSB logo an iitfcmuit 
onrd by rat. Inc. Ukt Com. VI USA ud mrd undn 
llccoK fnno Sdairfir MnrnJaltont tel. S-umjitlf, CA. 
ISA. 1991 5trur|k SinoUnou Inc. UN I5« Int. 
AJI "jM* ntmed 





Screen shots are only intended to be Illustrative of the gameplay and not the screen graphics which vary considerable between different formats in quality and 

appeareoce and are subject to the computers specification. 

U.S. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B6 7 AX. Tel: 021 625 3366 
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Gets Into Shape for a 
Christina" 




WHAT A MONTH this 
has been here at The 
One for Amiga 
Games. The European 
Computer 

Entertainment Show 
was on and then off 
and then on again, 
our production editor 
ran off to get hitched 
and we've moved 
down from our 
penthouse suite into 
the bowels of EMAP 
Towers. No wonder 
we're exhausted. 
Having said that we 
haven't exactly been 
rushed off our feet 
reviewing software. 
Why? Because the 
customary rush of 
September releases 
just hasn't happened 
this year (isn't this 
similar to what we 
were saying last 
month?). It looks as if 
everyone is saving 
the rush for 
Christmas, and what 
a Christmas it's going 
to be- Just check out 
our news pages to 
see some of the 
exciting new 
developments that 
wilt be making their 
debut over the 
coming months. 
Meanwhile the lack 
of software hasn't 
stopped us from 
bringing you some 
great features, 
including our brand 
new Profiles section, 
which gives you 
inside information on 
the faces behind the 
games you play. 
Happy reading! 

Ciaran Brennan 
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FORGET THE FLOPPIES you get on other 
magazines - we've put a hard disk on this 
month's cover! Check out our playable demo of 
Domark's superb conversion of Pitfighter, the 
toughest combat game yet... 



7 THE SNEAK 
PREVIEW DISK 

Come fly with me, come 
fly, come fly away... 
There's a playable demo 
of MicroProse's Knights 
Of The Sky on this 
month's disk along with 
an opportunity to have 
a bash at Domark's 
Pitfighter. 

10 NEWS 

Where can you find the 
most exciting computer 
entertainment trade 
show, Vektor Graflx' 
new approach to flight 
simulators, a sports 
compilation with a 
difference and a game 
that will redefine the 
way we play 
adventures? In the only 



news pages worth 
reading of course! 

24 PROFILES 

Welcome to a brand 
new section which gives 
you the lowdown on 
some of the most 
influential people in the 
computer games biz. 
This month Infogrames' 
Henri Coron, Magnetic 
Fields' Shaun Southern, 
and Anco's Steve 
Screech are forced into 
the hotspot. 

28 LETTERS 

Look, we've just moved 
offices, the whole place 
is a disaster zone, the 
editor is tearing his hair 
out, and the Sarge got 
out of the wrong side of 
his bed and has been 



MSK?SEE YOUR NEWSAGENT 
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tike a bear with a bad 
head ever since- How do 
you expect us to answer 
your letters with all that 
going on? But don't 
panic, we managed, and 
here are three whole 
pages of your very own. 

32 WORK IN 
PROGRESS 

Other platform 
games aren't a 
patch on 
Harlequin 
(right). Our WIP 
on Gremlin's 
new hero 
explains why. 
Also, as 
Entertainment 
International's Empire 
grows thanks to a 
strategic Campaign, our 
war correspondant is 
there to see it all. 

42 WIN A TRIP 

TO LUCASFILM 

California here I come, 
Right back where I 
started from... Yes, it's 




the second part of our 
exclusive US Gold 
competition which could 
have you winging your 
way to the Lucasfilm 
Ranch in California. 

46 YO HO HO 
AND A DISK 
CHECKSUM 

It's been the most 
debated subject 
among games 
players and games 
developers alike. 
There are those 
who like to do it, 
and those who have 
to prevent it. Is it 
really killing the 
industry or is it just an 
excuse for high prices? 
Finally, here's the 
definitive article on 
Piracy. 

50 SOFTWARE 
MAP OF 
BRITAIN 

Want to know where 
you can find the best 



computer games 
magazine in the world? 
Or where David Braben 
lives? Then take a look 
at our 
follow-up to 
the Software 
Map Of The 
World. Here 
are Britain's 
software 
landmarks exposed. 

54 MY IDEAL 
COMPILATION 

He's Ocean's software 
director, a job almost as 
important as chief taster 
for Walker's Crisps, but 
Gary Bracey has taken 
time out from his hectic 
schedule to tell us what 
games he'd like to play 
if he only had the time, 





57 REVIEW 

Sierra stuns us with its 
latest graphic adventure 
- and even 
our 'sub-ed' 
is impressed 
by 

Micro Prose's 
Silent Service 
II (groanl). 
All this and lotus Turbo 
Challenge II (left). 

88 FOUR PLAY 

Win yourself a four- 
player joystick pack 
from the newTecnoplus 
range. 

96 BUDGET 

Populous for under a 
tenner? No, it can't be 
true! And The Immortal 
too, how can this be? 
And what's this? Chase 
HQ\ What's going on? 

100 ARCADES 

Our man with a pocket 
full of change tells you 
what's hot in your local 
games gallery. 



103 DEMOS 

Forget your scrolling 
messages and picture of 
the USS Enterprise, as 
this month it's games, 
games, games... 

106 STRATEGY 

Read our report on the 
strategic aspects of 
Railroad Tycoon and 
become a Brigade 
Commander for a day. 




108 TIPS 

Populous tips from 
Bullfrog, and a player's 
guide to Hunter (above). 



GAMES FEATURED THIS ISSUE 



ALIEN BREED 73 

Team 17 

ANOTHER WORLD 10 

Delphine/US Gold 

ARMOURGEDDON 120 

Psygnosis 

BIG BUSINESS 68 

Magic Bytes 

CAMPAIGN 38 

Empire 

DEATH OR GLORY 17 

Vektor Grafix 

FINAL FIGHT 91 

US Gold 

GODS 114 

Renegade 



32 



108 



HARLEQUIN 

Gremlin 

HUNTER 

Activision 

INTERNATIONAL SPORTS 
CHALLENGE 19 

Empire 

KING'S QUEST V 66 

Sierra 

LOTUS TURBO 
CHALLENGE 2 80 

Gremlin 

MiG 29 SUPER 
FULCRUM 62 

Domark 

POPULOUS 116 

Electronic Arts 



RISE OF 

THE DRAGON 58 

Dynamix 

THE SECRET OF 
MONKEY ISLAND 110 

Lucasfilm/US Gold 

SILENT SERVICE II 77 

MicroProse 

TIP OFF 18 

Anco 

WILD WHEELS 88 

Ocean 

WORLD CLASS 
RUGBY 85 

Audiogenic 

ZONE WARRIOR 82 

Electronic Arts 
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DISK 



Micro Ptom 

It you've ever hankered after the 
opportunity to loop the loop or to execute a 
triple spiral cork screw, then you're 
definitely going to love this month's Sneak 
Preview disk. In conjunction with 
MicroProse we've brought you a playable 
demo of Knights Of The Sky, one of the 
few flight simulators where you don't get 
shol down because you're busy trying to 
find the auto-correcting gyroscopic attitude 
adjuster, or whatever. 

And why is this flight simulator so simple? 
Because it's set in the First World War, 
when all you had to worry about was a 
joystick and throttle. Actually, that's not 
strictly true - you've also got to worry about the Hun on your tail, who's desperately 
trying to write his name in bullets across your shiny paintwork. 

Our fully-playabla demo drops you off right in the middle of a confrontation, where 
several enemy planes have you in their sights. So be prepared to take some quick 
action to avoid their fire, and then get back in there and start spitting some bullets of 
your own. 

As with most flight simulators you can do nifty things like selecting four different 
views. The level of graphic detail can also be altered, so if you want a faster ride try 
switching some of it off. Of course the real thing contains a whole host of other options 
as well as a choice of aircraft and scenarios. 



THE FINISHED 
GAME 




INSTRUCTIONS 

Here are those remarkably few 
controls you have to worry about: 
F1 - Front View 
F2 - Rear View 
F3 - Left View 
F4 - Right View 
O - Engine on/off 
D - Detail Level Adjustment 
+/- - Throttle Control 
Esc - Quit 

Use joystick and fire button to fly the 
plane and shoot. 



Due for release in 
November, the full 
version of Knights Of 
The Sky will include a 
number of options, 
including a two-player 
link, choice of aircraft 
and numerous missions 
which take place from 
America's entry into the 
war in 1916 to its climax 
in 1918. 

Full missions are 
incorporated, as are 
single 'ace vs ace' 
duels, culminating in a 
head-to-head with 
Manfred von Richtofen - 
the Red Baron himself. 
Watch out for a full 
review, coming your 
way soon in The One for 
Amiga Games. 
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Domark 

It's the most outlawed sport in the 
world and it's illegal for a very good 
reason. Pitfighting is not like other 
lame combat sports - anything 
goes! It's bloody, it's fast, it's 
exciting, and it's deadly! Are you 
man (or woman) enough to take on 
the challenge ot Pittighteft 

In this demo you play Buzz, an ex- 
pro Wrestler, bulging with biceps, 
whose main advantage is the great 
degree ot strength that he packs 
into every punch. Every pit fighter 
has his or her own special moves, 
and Buzz is no exception. His 
favourites are the body slam, the 
head-butt and the pile driver. You 
can either battle it out with the 
computer or a friend, but don't 
expect to stay friends for long. 

In the final version you'll be able to 
choose between the three fighters 
and your task will be to enter an 
illegal brawl against eight uniquely 
styled opponents (either alone, or as 
part of a two-man team), in an 
attempt to win loads of cash. Pick- 
ups such as 'throwing stars' and 
crates are lying around to be used 
on your opponents, and three 
knocks out are needed to win each 
fight. 




INSTRUCTIONS 

Buzz has eight moves available; 

JUMP - press fire and up 
JUMP KICK -press fire and 
diagonally up to the right 
PUNCH - press fire and right 
KICK - press tire and diagonally 
down to the right 
DUCK - press fire and down 
PICK UP - press fire and 
diagonally down to the left 
DEFEND - press fire and left 
SPECIAL MOVE - press fire and 
diagonally up to the left 





8 ■ I HE ONE OCTOBER 1991 



THE DOS AND 
DON'TS OF 
DISK 
LOADING 



DO: 

• Remove all unnecessary 
peripherals while your computer 
is switched off. 

• Insert your disk and turn on 
your computer. 

• Press the desired key to start 
one of the demos. 

• Make sure that you have an 
Amiga before you start. 



DON'T: 

• Nurse your Amiga In a fish 
tank and feed it on regurgitated 
dog food. 

• Microwave the disk on high for 
30 minutes, then serve with 
grilled tomatoes and mint sauce. 



LOADING PROBLEMS AND 
FAULTY DISKS 

If your disk refuses to load, pop 
it In a jiffy bag and send it to: 
The One Disk Replacements, PC 
Wise, Unit 3, Merthyr Industrial 
Estate, Pentrebach, Merthyr 
Tydfil, Mid Glamorgan, Cymru. 
CS48 4DR. 

Please allow 672 hours for your 
replacement disk to arrive, or 28 
days (whichever is the quicker). 




.si 

H991 

watch in 
amazement 
as Vektor 
Grafix goes 
for DEATH OR GLORY ... 
gasp with excitement 
as Steve Screech 
reveals 
TIP OFF 
AND KICK 
OFF 3 ... 

and work yourself into 
a frenzy for Empire's 
INTERNATIONAL SPORTS 

CHALLENGE ... 
all this and 
CHARTS, 
■ RECOMMENDED, 
WHAT THE STARS ARE PLAYING 
plus your usual 
favourites 



Laurence Scotford asks the eternal question... Is a 
Polygon a dead parrot, or part of an animation system? 





AN I M ATT R 




LATE ONE NIGHT, Lester 
rolls up in his Ferrari to the 
nuclear physics laboratory 
where he works, not realising 
that this is not going to be 
just any night... 



AND MUCH, MUCH MORE.. 



DELPHINE IS SET to 
revolutionise adventure 
games once again with a 
stunning new animation 
system. 

The French company has 
already been responsible for 
revitalising adventure games 
with its Cinematique system, 
which released 
the player from 
tedious and 
frustrating text 
input with a 
'point and click* 
interface 
combined with 
attractive 
animation and 
atmospheric 
soundtracks. 
Cinematique 
has now been 
used effectively 

in three 

products: 

Future Wars. 

Operation 

Stealth and, 

most recently, 

Cruise for A 

Corpse. But, 

just two years 

on from the 

introduction 

of 

Cinematique, 
Delphine is about to astound 
games players once more 
with a sophisticated 
animation system which uses 
polygons rather than 
bitmapped artwork. 
The new technique, which 
has been created by Future 
Wars artist Eric Chahi, has 
already been employed to a 
limited extent in Cruise For A 
Corpse, where it allowed the 
use of special effects such as 
zooms and scaling. The first 
game to use the technique 




properly will be Another 
World which is currently in 
development. The difference 
between this new game and 
Delphine's earlier adventures 
is that all of the animation 
will be achieved using 
polygons. 
The story concerns the 

adventures of one 
Lester Knight 
Chaykin {no 
kidding!), a 
particle physicist 
at work late one 
night on an 
experiment using 
a huge particle 
accelerator. While 
he is at work a 



lift he 
repares 



i; 



experiment 
le final 



STEPPING 

OUT of the storm begins and 
a colossal 
thunderbolt hits 
and enters the 
particle 

accelerator. The 
enormous electric 
charge travels the 
length of the 
accelerator and 
knocks Lester, 
into a strange 
new world. 
This 'story so 
far' is shown as an 
impressive 
animation intro 
sequence which demonstrates 
the power of polygons. The 
whole sequence, which lasts 
several minutes, requires just 
70 Kilobytes for the 
animation data, and 15 
Kilobytes for the program - 
that's just 95 Kilobytes in 
total. An animation of similar 
complexity and length 
rendered with traditional 
bitmapped artwork would 
take up an entire disk! 
Your task is to guide Lester 
back to his own time and 



imself for 
a difficult 
expe 
-the 
run of 
Project 23. 



HIS 

HANDS 
PUNCH IN 
the security 
code which 
allows him 
access to 
the inner 
laboratory 
containing 
the particle 
accelerator. 
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AS LESTER BEGINS HIS 
WORK lightning strikes the 
particle acclerator... 



world. In the 
process you will 
encounter the 
many strange 
creatures that 
inhabited this 
new world, 
including its most 
intelligent life- 
forms, one of 
whom becomes a 
powerful ally. 
There are also 
many dangers to 
be avoided or 
Lester is likely to 
have a nasty end. 

Apart from 
compactness, the 
use of polygons 
allow for 
incredible 
cinematic effects 
such as zooms, 
close-ups, pans, and the 
scaling of individual objects. 
These are used effectively at 
specific moments to enhance 
the atmosphere and action in 
a real cinematic style. For 
example, if you're attacked by 
one of the strange lion-like 
creatures, the view suddenly 
switches to show the creature 
leaping towards you and its 
claws lashing out - not a 
pretty sight. 

Another World promises to 
be one of the most exciting 
games of 1991 and will be 
released by US Gold before 
Christmas. 

Watch out for a full review, 
coming soon in The Otic. 




THE BOLT 

hits the 

terminal, 

throwing 

Lester into 

another 

world. 



LESTER 
BEGINS to 
explore - and 
comes face to face with 
a vicious lion-like creature. 



A HANGING 
VINE provides a 
narrow escape, but 
the creature does 
not give up 
easily. 




THE CREATURE IS SHOT! But 
who are the strange beings that 
rescue and then capture Lester^ 
You'll just have to wait for the 
review to find out! 




KONAMI 
BAGS ELITE 

JUST AS THE ONE went to 
press, news came in that 
David Braben's long-awaited 
Elite II (the sequel to his 
classic space trading game, 
above) has been signed by 
the Japanese games giant 
Konamt. More next issue. 



I1ISISA WHAT THE 

SI Is 

'Biting 

Our very own Piers Morgan gets on the phone to 
his mates in the glamorous world of coding to find 
out what's been filling their screens. 

ALISTAR PERROTT 
( Empire) 

Al's been spending most of his recent time 
programming and drawing graphics for Eye Of The 
Storm, but he has also had to squeeze in a little time 
for games testing "it's more of a chore than actually 
playing," he admits. Al claims not to like games that 
are too brain taxing, but then goes on to cite 
Populous and Battle Chess as being among his 
favourites (weird!). Apart from playing on his home 
computer. Alistar gets the odd chance to go to the 
nearest gas station and spend his ten pences on an 
"After Burner-ish type game." He also added: "I'd rather 
watch a film than play a game." 

GRAEME IMG 
(Gremlin) 

Tired out from completing Utopia. Graeme sounded half 
asleep when we talked, but he still managed to teak out 
a bit of information about his social life. Up until a 
month ago, Sim Earth was taking up most of his time, 
but he eventually had to let it lie and get on with 
coding Utopia. But that didn't stop him spending a 
few sleepless nights playing Gremlin's Hero Quest. " 
managed to finish all of them, " he boasts. Going 
over to a completely different typo of game. Mr. 
Ing has been busy directing planes with Tower ERA, 
Thalion's air traffic control simulator: "It's alright if you like 
that sort of thing," he says, bursting with enthusiasm, 

SHAUIU HOLLYWOOD 
(Digital Image Design) 

After what seemed like hours of contemplation, Shaun finally 
made up his mind about what he has actually been playing. 
ftobocop 3 has obviously been rigorously tested, but Shaun 
still has had some time for others. He's managed to get 
basically nowhere in Super Mario Land on his Super 
Famicom and indulged in lots of mindless violence and 
crashes with EA's Indy 500. A similar situation has 
arisen with the Bitmaps' Speedball 2 and Mindscape') 
AO Sports Boxing, Shaun claims that no other game 
has been anywhere near htm because he's been "too 
busy working," but DID boss Martin enwright 
reveals that this is actually because Shaun is in fact 
the fastest beer drinker in the industry, having 
drunk both Rik Haynes (freelance writer) and David 
Wilson (editor of Zero) under the table! Fancy your chances? 

ANDREW BRAY BROOK 
(Graftgoid) 

Currently working on Fire And Ice, Andy has still managed to 
fit in a few games of the Bitmaps' Gods (without too much 
success though). "Fire And Ice turned out much bigger than I 
had imagined, " is Andy's excuse for not getting enough 
practice in. He has however, managed to actually complete 
Lemmings'. "I stayed up until 4.00am many mornings." he^ 
remembers fondly. For the record, the 'No Added 
Colours Or Lemmings' level was the one he found the 
toughest. Getting away from the home computer, 
Super Mario 4 has been getting its fair share of use: 
"The control method is too tricky though," Andy 
reckons. When no computer can whet his appetite. 
Mr. Braybrook heads down to the arcades in 
Chessington, where many 50p pieces have been 
slotted into Rad Mobile. SEGA's new car sim. "It's 
amazing, you have to use the windscreen wipers and 
everything,"' says Andy before hanging up to head off for 
another go. 
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BULLFROG TO 
GO IT ALONE 



RUMOURS AND SPECULATION 
CONCERNING BULLFROG'S 
FUTURE were finally laid to rest 
when the firm signed an agreement 
with Electronic Arts to publish its 
next two products, Populous 2 (above) 
and Bob, but announced that 
following this it would begin to act as 
a publisher in its own right. This 
means that by next year, Amiga 
owners are likely to be playing games 
published on the Bullfrog label. 

This move 
comes after more 
than a year of 
negotiation, with 
the developer's 
managing director 
Les Edgar (left) 
commenting: 
"Basically, we 
have become a 
publisher in our 
own right, it's just 
that we have decided to put our next two 
products through EA." 

The agreement allows Electronic Arts to 
publish both Populous 2 and Bob (the 
firm's forthcoming tale of bio-genetic 
engineering and corporate skullduggery, 
which will probably have a more fitting 
name by the time it's released) on PC and 
Amiga in Europe (strangely, the ST is not 
included in the agreement. Electronic Arts' 
UK managing director Mark Lewis 



commented: "Bullfrog have now become 
more like an affiliate label than a 
development firm." 

Bullfrog is just the latest in a series of 
top-name developers who have decided to 
take over their own publishing, following 
in the footsteps of Core Design and The 
Bitmap Brothers. 




PRIZE SOFTWARE 

IF YOU HATE PAYING £25 and more 
for your games and would like to 
receive a little more than just a fancy 
graphics screen when you complete a 
game, then there's a new style of 
software about to be released which 
could be right up your street. 

Addware, the 
company behind 
this new departure, 
will actually 
encourage users to 
copy its software 
and distribute it widely - and is offering 
prizes for those who complete the games. 

The first of these games, Airmama, will 
offer a prize of round the world air tickets 
as incentives for players to finish it 
successfully. The catch< Only users who 
register the software will be eligible. 

We'll bring you more details of how 
Addware is to be distributed as we get it. 
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Oil spills. Air pollution. 
Endangered animals. The 
award-winning TV show Captain 
Planet & The Planeteers has 
turned saving the Earth's 
environment into the ultimate 
adventure. 

And now, it's your turn to go up 
against the most dangerous 
enemies our environment has 
ever faced - Looten Plunder, Duke 
Nukem, Hoggish Greedly, 
Dr Blight and more. 

The forces of Earth, Fire, Wind, 
Water and Heart are yours. Put 
them together and become 
Captain Planet. Your Eco-copter is 
waiting. 



<\1 



i. 



Coming soon 
for your computer 

Also available on video 




for your local dealer contact: Mindscape International ltd. The Coach House, Hooklands Estate Scaynes Mill. West Sussex RH17 7NG. Tel: 0444 831 761 



THE 



NEWS 



SHOW BUSINESS 



AS YOU WILL BY NOW BE 
AWARE, the consumer 
section of the 1991 European 
Consumer Entertainment 
Show had to be closed at the 
eleventh hour, but never fear, 
The One is here with a 
round-up of the best goodies 
to be found at the trade 
show. 

DIGITAL INTEGRATION 

DI, previously famous for its 
simulations (and not a lot else), 
has been trying to broaden its 
horizons, first with the 
introduction of Action 16, its 
budget label, and now with 
Dream Factory, a label for... 
well, everything which isn't a 
simulation really. 

The first two games out on the 
new label are Supaplex, a 
reworking of the classic 
Boulderdash game, and Drift, a 
3D role- playing/combat game set 
in a typical science fiction 
scenario. 

Fans of DI's more traditional 
Fare will also welcome the release 
of Tornado, the successor to F- 
16 Combat Pilot This highly 
realistic simulation should help 
to make up some of the ground 
that DI has lost to MicroProse in 
recent years. 

ELECTRONIC ARTS 

EA has a bumper crop of 
Autumn releases lined up, 
kicking off with the 
Powennongcr World War I 
Scenario Disk, which features 
new graphics and gameplay and 
will be available in December for 
£14.99. Also from top 
development team Bullfrog is the 
eagerly awaited Populous II. 
which you can get your mitts on 



in December for £29.99. The 
screen shown here contains some 
of the new, as yet unseen, 
graphics. 

EA was also showing off some 
older games, old that is, as far as 
PC owners are concerned, but 
brand spanking new on other 16- 
bit machines. The titles in 
question are Hard Nova, a 
fantasy role-playing space opera, 
from Sentinel Worlds author 
Karl Buitet, and Starflight Ui 
Trade Routes OfTlie Cloud 
Nebula, yet another fantasy 
role-playing space opera (phew!) 
and sequel to the immensely 
popular Starflight. Both of these 




titles will be in the shops soon 
for £25.99. 

Fans of Three-Sixty Pacific's 
naval strategy game Harpoon 
will be pleased to hear that the 
American company is currently 
working on Patriot, a game 
which will apply the same 
approach to land warfare. One of 
the included battlesets will be 
based around the Persian Gulf 
(surprise surprise), but there are 
19 other scenarios ready to play. 
Patriot will be available 
sometime in the new year. 

Tying in with the 1992 Winter 
Olympics at Albertville in France 
is another Three-Sixty 
simulation in conjunction with 
ABC television, ABC Sports 
Winter Sports Games Like 



ELECTRONIC 
ARTS chose 
the show to 
unveil Hard 
Nova (right) 
and the all- 
new graphic 

style of 
Populous II 
(below left). 




GEOFF 
CRAMMOND 

looksd to 
have outdone 
even himself 
with the 
mixture of 
polygons and 
bitmapped 
graphics in 
Grand Prix. 
Check out 
that pit crew! 



Harlequin's sports compilation 
(see page 19). Three-Sixty's 
program uses a filled polygon 
engine as the basis of accurate 
simulations of Bobsled, Luge, 
Slalom and other Winter events. 
Winter Sports will be, EA tells 
us, available well before the 
actual event. 

Finally from Three-Sixty comes 
its answer to VMS II. Theatre 
Of War is a strategic wargame 
which can be configured for any 
period, but unlike UMS II, it 
employs a 3D filled polygon view 
of the battlefield. Theatre Of 
War will be out at the start of 
1992. More news soon. 

MICROPROSE 

You may remember that way 
back in issue 23 we told you that 
Geoff Crammond, the creator of 
Stunt Car Racer, was busy 
working on a new Formula One 
racing game for MicroProse. The 




us" 



You've seen the film.^/^f You've seen the film... 




MILLENNIUM 



14. 



THE ONE OCTOBER 1991 



®ne 

NEWS 





game is now approaching 
completion and it's even better 
than we anticipated Grand 
Prix, as it's now known, looks 
like it will knock spots off any 
other racing game we've seen, 
employing an amazing mixture 
of polygon-constructed cars and 
bitmapped characters (such as 
marshalls and pit staff). 

MIRRORSOFT 

The London-based publisher is as 
prolific as ever with an 
impressive range of games lined 
up for the end of the year. First 
hot release is a conversion of the 
Jaleco coin-op Cisco Heat!, yet 
another game that gives you the 
opportunity to tear around the 
streets of San Francisco at 
breakneck speed, 

Mirrorsoft, via the Image 
Works label, is also set to enter 
the graphic adventure market, 
and is pinning its hopes on a 
new artificial intelligence 
system, called Virtual Theatre, 
which enables the game world to 
develop independently of the 
central character. The system 
has been created by Revolution 
Software, headed by Charles 
Cecil who wrote his first 
adventure games way back in 
the early 1980s. The first game 
to use the new system will be 
Lure Of Tlie Temptress, and it 
will be out in the new year. 
Also due to appear on Image 




Works in the new year is a 
fictional scenario based on 
disastrous superpower 
intervention in another 
country's affairs. Apocalypse is a 
fast paced helicopter game in 
which the objective is to rescue 
prisoners from guerrilla forces 
before superpower forces are 
withdrawn. 

Finally, despite the collapse of 
Cinemaware and its re- 
emergence as Acme, Mirrorsoft 
are to continue publishing games 
under the Cinemaware label and 
the first three products under the 
new deal are two more games in 
the TV Sports range and the 
eagerly-awaited Rollerbabes. 

UBI SOFT 

As we reported last issue, Ubi 
Soft has some great thematic 
compilations lined up for release 
this Autumn Air Combat Aces 
features Spectrum HoloByte's 
Falcon, Activision's Fighter 
Bomber, and Gunship from 
MicroProse, While Air/Sea 
Supremacy includes Silent 
Service, Gunship, P-4~ 




Thunderbolt, and F-15 Strike 
Eagle from MicroProse, Carrier 
Command from Rainbird and 
Cinemaware's Wings. 

Other compilations are Quest 
SI Glory with five adventure 
and strategy games, Tlie Top 



TAKE YOUR 
CHANCE to 
catch up with 
some 
Magnetic 
Scrolls 
adventures, 
courtesy of 

Virgin 
(above), or 
take to the 
skies in 
Image Works' 
Apocalypse. 



UBI SOFT 
OFFERS 

plenty of 
aerial action 
in its Air /Sea 

Supremacy 
compilation, 
while 

newcomer 

Revolution 
keeps its feet 
firmly on the 
ground with 

Lure Of Tlie 
Temptress 
(below left). 



League, containing five best- 
selling games from Mirrorsoft 
and MicroProse, and 10 Great 
Games, a compilation of 10 top 
titles from France and the UK. 

VIRGIN GAMES 

Virgin Games was involved in a 
big cover-up at the show, but 
even so, news of its forthcoming 
strategy game Floor 13, was 
leaked to the press. Written by 
PSI Software, the creators of the 
hit budget game Conflict, Floor 
13 is set in the offices of a secret 
department whose job is to keep 
the current government in 
power by averting scandals and 
using assassination, 
interrogation, and infiltration. 
Fiction^ Who said anything 
about fictionv Floor 13 employs 
a similar menu system to 
Conflict and will be available 
early next year for £29.99. 

Out by the time you read this 
will be Tlie Magnetic Scrolls 
Collection Volume 1, For the 
bargain price of just £30.99 you 
can re-experience the delights of 
Fish, Corruption and The Guild 
Of Thieves. 

Also due in the shops any day 
now is Graftgold's Powermonger 
basher, Realms, which we first 
reported way back in Issue 30. 
Realms will set you back a mere 
: £29.99. 

Finally, Virgin continues to 
bolster its reputation for weird 
licences. Its latest catch is (get 
this) Motorhead\ 
More news as we get it. 



You've seen the film... 
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Select Ero 

0WW1 O Vietnam 

#WW2 OFolktands 

0 Korea O Syria 

Cancel Select 
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Description Q 

My 1910, Hitler's army has 
overrun the low countries and 
occupied France. The German 
army is buitdina up on the 
channel coast of France 
waiting for the beainnino of 



RECOMMENDED 

SIX OF THE BEST? You betcha! This dirty 
half-dozen are the highest scorers from 
the pages of the last three issues - get out 
there and get them! 



MAGIC POCKETS 

The Bitmap's first 'eutsie' 
game - and what a curie 
it isl The beautiful 
graphics and Betty Boo 
music combine with 
cunning gameplay in an 
effort which is arguably 
the Bros' best effort yet! 

CRUISE FOR A 
CORPSE 

Delphine takes the 
'micro movie' genre 
another step forward, as 
Cinematique goes back 
to the 1920's for a date 
with murder on board a 
cruise liner - truly a 
thing of beauty. 

JIMMY WHITE'S 
WHIRLWIND 
SNOOKER 
Why buy a snooker 
table when Archer 
Maclean has built one 
that fits in your CPU? 
Not only amazing 
technically, but 
incredibly playable too. 

UTOPIA 

Sim City meets Populous 
in Graeme Ing's futuristic 
world-building, city- 
running, alien-fighting, 
strategic dream. 




// 





HEAD OVER HEELS 

Classic isometric action 
which hasn't lost any of 
its appeal despite the 
delay in reaching 1 6-bit. 




THUNDERHAWK 

Overburdened as it is 
with playabitity, it's a 
wonder that Core's 
helicopter simulator can 
even take off. 




VEKTOR GOES FOR 
DEATH OR GLORY 



FLY-BOYS HAVE NEVER 
HAD IT SO GOOD. Those 
who get their kicks way up 
high above the clouds can 
now do their thing in just 

about any 
type of 
plane 

imaginable, 
from a 
basic 
Sopwith 
Camel right 
up to the 
most advanced stealth fighter. 
So is there really any need for 
yet another flight simulator? 

Vektor Grafix thinks so, as the 
development team behind 
Bomber. Ttte Killing Cloud and 
the Forthcoming Space Shuttle is 
neanng completion of yet 
another multi-plane 
compendium, Death Or Glory. 

Vektor boss Andy Craven 
explains his reasons for re- 
entering the fray: **We realised a 
long time ago that we had to 
move on from just doing 
simulators," he says. "I wanted 
more gameplay and more 
strategy - to make them more 
war games than just sims." To 
achieve this, the team has 
included six different scenarios, 
from WWl to the Falklands, each 
incorporating a complete battle. 

Also, in each scenario you can 
not only join either side., flying 
the top plane of the time, but 
you've also got a number of other 
planes at your disposal, each of 
which can be set a different 
mission - anything from 



attacking a SAM site to 
protecting a Zeppelin (not in the 
same scenario, of course). 
Another novel idea is that when 
you do get shot down, you can 
carry on watching the battle 
unfold from any vantage point. 

However, if fighting an entire 
campaign seems like hard work, 
light relief is added by the 
inclusion of two other game 
modes: 'duel' which allows you 
to fly any plane from any 
scenario against its opposite 
number, and a 'what iR' 
scenario, where any plane from 
any era can fly against any other 
(fancy flying a Sopwith Camel 
against an F-l6£). 

Designed by Mark Griffiths and 
programmed by Ciaran Cultnieks 
(whose previous coding work 
includes Bomber), Death Or 
Glory has already had quite a 
varied career. Its original 
incarnation was as a WWI 
simulator (apparently, the recent 
rash of similar products put a 
stop to that), then it changed 
drastically to become a 
simulation of the Advanced 
Tactical Fighter (ATF) before 
finally metamorphosising into its 
current form. 

Although work is nearing 
completion, Vektor Grafix has 
not yet finalised which publisher 
will eventually release it (the 
team has previously worked 
through Activision and Image 
Works, so one of those would 
seem the most likely choice). 
Watch out for more details over 
the coming months. 
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TIP FOR THE TOP 



HAVING KEPT US GLUED 
TO OUR SCREENS for years 
with both generations of kick- 
Off. Anco may be about to 
change the face of 16-bit 
gaming as we know it with 
the announcement of a deal 
with joystick manufacturer 
Euromax. 

As a result of this collaboration, 
both Tif Off (the firm's 
forthcoming basketball game) 
and Kick Off 3 are to utilise a 
two-button system, similar to 
that found in most console 
joypads - Euromax is obviously 
confident that sales of the two 
sports sims will be enough to 
justify manufacturing the stick. 

But the two games are going to 
have more than just a sharing of 
joysticks in common, as Kick 
OfFs designer, Steve Screech is 
currently hard at work on Tip 
Off, this time also taking the role 
of programmer as well as 
designer. Rather than slavishly 
using the Kick Off system for Tip 
Off, Screech has gone for a 
slightly different viewpoint, with 
bigger characters: 'I'm using it as 



a test bed for a lot of new ideas," 
he says. 

"Basketball is a completely 
different type of game," Screech 
continues. "The excitement 
comes from the general flow of 
the game, rather than specific 
events such as goal scoring, 



especially as there are points 
being scored all the time." 

Screech is anxious that Tip Off 
will contain all of the elements 
that made Kick Off such a 





success - especially the way the 
computer plays: "At the moment, 
in Tip Off, the computer is not 
vicious enough, it pussyfoots 
around too much." 

Once that's sorted out, getting 
the controls right is next on the 
developer's agenda: "Tip Off's 
control is nearly there," he 
explains. "It's going through 
playtesting at the moment and 
it's developing all the time.' 

One of the biggest differences 
between Kick Off and Tip Off is 
the way that the ball reacts: "The 
way it hits the rim of the basket 
was a particular problem," 
Screech admits, although a 
picture in a window system now 
seems to have sorted things out. 

The last 
hurdle which 
Screech has to 
overcome is 
getting the 
speed of the 
game right - 
another facet 
of the program 
which is 



coming along nicely. In fact, Tip 
Off is coming along so smoothly 
that Screech is confident of a 
release in early 1992, with any 
lessons learned being put to good 
use in the development of Kick 
Off 3 which should appear a 
matter of months afterwards. 

We'll bring you more news of 
both games and the release of the 
joystick over the next few 
months. 

• Turn ic page 26 for ttn vi-depiU profile 
of Sieve Screech. 




THE BIRD'S 
EYE viewpoint 
may be 
familiar, but 
the larger, 
more animated 
figures are a 
welcome new 
feature. 

TIP OFF'S 
PRACTICE 
mode (below) 
allows the 
player to 
develop all in- 
game skills, but 
with an 
unusual side- 
on perspective. 




ITS TIME TO STOP CHEWING those 
fingernails, because - after an agonising 
absence oF two months - it's back! The 
column that everyone turns to Fust, wheie 
dreams ate Fulfilled and hearts broken. 
Welcome to the competition winners. . 

Let's kick off with what was probably 
our strangest competition evct Back in 
Issue 34, Audiogenic offered a genuine 
Doctor Who outfit in its competition to 
publicise the release of Exile. Who could 
forget char picture oF good old Brian 
Neabitt making a fool of himself in public 
(again) by wearing the mass of rubber on 
the veiy steps of out office 

Well now It's your turn. Mr. John 
Hubbert of Dovecot in Liverpool, aft 
yours was the first correct answer out of 
the bag and the suit is on its way to you. 

The two competitions in Issue 35 were 
probably a little bit more sensible than 
that - well at least one of them was. as it 
off cicd a prize put forward by Sensible 
Software, giddy at the thought of the 
imminent release of Mega-lo-Mania. 
Readers were invited to Till in a crossword 
puzzle and work out that Sensible were a 
bunch of • that's right, tosscrsl 

Although many people got the answer 
right, only one person actually completed 
thecrossword. so the 'load of old crap' on 
offer is on its way to Paul Gumilcy of 
Whitby. North Yorkshire (although 
special mention must go to Andrew 
Kedson who reckoned that Mega-lo- 
Mama should gel 99 per rent because it 
sn't "good enough to get 100" Chortle!) 
The second effort had an infinitely more 
desirable prize, as the Bitmaps put forward 
their very own Muddy Fox mountain bike 
in a simple-to-<nter Magic Pockets 
competition The winneri Gregory Pink 
of Gosport in Hampshire, who'll be 
hitting those mountains |ust as soon as we 
can get the prize to him 
Congratulations to one and all. 



Now play the game... 




THE ADVENTURES OF 

ROBI N H ODD 
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A SPORTING CHANCE 



"THERE HASN'T BEEN A 
DECENT SPORTS 
SIMULATION on 16-bit 
machines in years." That's 
the verdict of Trevor Scott, 
the head of development team 
Harlequin - and it's for this 
very reason that he and his 
team are currently putting 
the finishing touches to a 
new multi-sports simulation 
for Empire. 

International Sports 
Challenge is to feature six 
sports: Diving, Show Jumping, 
Cycling, Shooting, Swimming, 
and the Marathon. The line-up 




was originally going to include 
Discus, but although the 
segment was completed and 
fully working, Harlequin decided 
to replace it with Shooting, 
because it didn't offer as much 
depth as the other segments, 
Okay, so the mix of events is 
new, but otherwise, what's so 
special about this simulation^ 

Well, unlike most multi-sport 
games. International Sports 
Challenge employs both 
bitmapped graphics and vectors, 
and one of the events, Marathon, 
is a purely strategic event with 
no arcade elements whatsoever. 

The emphasis has been on 



trying to come up with 
reasonable control methods for 
each of the events, with often 
novel results, In Diving for 
instance, rather than executing 
the various moves with different 
contortions of the joystick, a 
simple system is used where a 
marker is moved to track a ball 
within a circle. This requires 
dexterity rather than simple 
knowledge of the available 
moves. In the swimming cn 
event it's timing that's 
most important - unlike 
other swimming games, 
this one actually requires 
you to breathe! 

The vector 
graphics are used in 
the cycling and 
show jumping 
events to give a 
realistic first- 



manoeuvres and their tariffs. 

The strategic event, the 
marathon, has been cleverly 
designed to interlace with all of 
the other events. 

A player can begin by setting 
his initial configuration for the 
marathon (pace, drinking 
options, and so on), and then go 
off and play another event. 
Then, when that event has been 
completed, go back to the 




person perspective. 
The Show Jumping is 
particularly effective, as 
the fences lurch towards 
you and then suddenly 
disappear as your horse 
clears them. These events 
have been created 
by Dave Mann, who was 
previously responsible for 
the impressive vector 
graphics driving sequence 
in Tynesoft's Beverley 
Hills Cop. 

Harlequin has gone to 
great lengths to get the 
graphics just right. Videos 
of swimmers and horses 
are being digit ised to 
make them as realistic as 
possible, while the team 
has carefully researched each of 
the events. Graphic artist Mike 
Lanreth is even making use of an 
ancient book on diving, complete 
with diagrams of all the 




marathon, see how his runner is 
doing and adjust the settings if 
necessary. 

International Sports Challenge 
is scheduled for release in late 
October. 





linn 



Just three of the events in 
Harlequin's International 
Sports Challenge: An unusual 
mix of bitmaps and vectors. 




T □ j VULTURE CUMES UNDER SIEGE 



VULTURE PUBLISHING, a new name in the 
ever-growing list of software publishers, has 
announced its first release, Siegentaster , an 
isometric 3D action RPG! 

The player's objective is to complete 100 tasks set 
by the spirit of his or her wizard father. This 
involves laying siege to 10 castles and, ultimately, 
facing the evil lord in his castle lair. 

Featuring Goblins, Trolls, Elves and Beastmen, a 
variety of objects to collect and use and a quick and 
easy control system, Seigemaster will be available 
next month for £25.99. 



HEELING A 
HEADACHE 

WHOOPS! We 
screwed up 
slightly in last 
issue's review 
of Head Over 
Heels, the Hit 
Squad's 910 per 
cent rated 
isometric 
adventure. The 
price should 
actually have 
read £7.99, not 
£9.99 as we 
stated. There, 
it's even better 
value than we 
thought! 



BARGAIN 

HUNTER'S 

PARADISE 

THE ALL- 
FORMATS 
COMPUTER FAIR 
is still going 
strong, with six 
more events 
lined up for the 
rest of 1991. 
The fairs are 
good 

opportunities 
to pick up 
hardware and 
software 
bargains and 
get to see a lot 
of games and 
machines under 
one roof. The 
scheduled 
events are: Oct 
6th - West; Nov 
3rd - London; 
Nov 10th - 
Midlands; Dec 
1st -Scotland; 
Dec 14th - 
London; and 
Dec 15th- 
Leeds. To find 
the times and 
venue for the 
fair nearest to 
you (and to 
booh advance 
tickets) phone 
0225 B68100. 
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ELF 
SERVICE 

NIRVANA 
SYSTEMS, the 
company 
behind Elf. is 
looking for 
another 
programmer to 
work on its 
latest game. 
Potential 
applicants must 
be based in the 
Harrogate/York 
area and be 
proficient 
6B000 and/or PC 
programmers. 

Interested 
parties should 
contact Paul 
Oglesby at 9 
Oattands Drive. 
Harrogate HG2 
8J2, or phone 
(0423) 883565. 



ACTIVISION ANTICS 



FOLLOWING ITS BUYOUT 
BY THE DISC COMPANY 
and its subsequent move to 
France, the dust finally seems 
to have settled at Activision, 
with the company announcing 
a new line-up of titles for 
release this Autumn. 

The first of these, Shanghai II: 
Dragon's Eye is a 
strategy /puzzle game based on 
the popular Chinese game of 
Mah-Jongg, where piles of tiles 
are removed by finding matching 
pairs. Graphically, Shanghai 11 
will feature 12 different tile 
layouts based on the Chinese 
calendar, with attractive 
animations when each round is 
cleared. The game will be 
available next month for £29.99 

In a completely different vein, 
Bushbuck is a world-spanning 
educational adventure game set 
in the 2010, with the player 
searching for a rare Masai mask. 
You are equipped with flight 
tickets to anywhere in the world 
as your quest takes you from one 
exotic location to another. Look 
out for Bushbuck in your shops 
in November, priced at £29.99. 
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BUSHBUCK. 




SHANGHAI II: DRAGON'S BYF. 



INTO THE 
JET AGE 

PRODUCT 2000 has just 
released a new range of Jet 
joysticks. 

Called (quite imaginatively, we 
trust you'll agree) the Mierojet, 
Superjet, and Megajct, they each 
feature hard-wearing and 
responsive microswitches and a 
specially-designed 'comfort' grip. 

The entire range should be 
available from a retailer near you 
now. Phone (081) 644 0033 for 
further details. 




GERMAN STARS 
TAKE A BYTE 



GERMAN SOFTWARE 
PUBLISHER Starbyte, 
previously known for Clown- 
O-Mauia and Rolling Ronny, is 
set to launch a range of new 
games in the UK over the 
coming months 

The first of the Few will be 
Crown, a comic style game set in 
an alternative world populated 
by intelligent animals in which 
you undertake a quest to 
challenge the king for his crown- 
Next on the list is Lords Of 
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Doom - an action adventure set 
in a sleepy hamlet overrun by 
zombies, werewolves, mummies 
and vampires. Your task is to 
encounter and defeat the four 
Lords of Doom (hence the 
name!) before it's too late. Lords 
Of Doom will be available early 
in October. 

Later that same month will 
come Crime Time - which places 
the player alone in a foreign 
country, accused of a crime 
which he's not guilty of. The 
task is obviously to struggle to 
establish your innocence and get 
back home. 

Finally, in November and 
December respectively, will come 
Spirit Of Adventure (an RPG) 
and Tlie Return Of Medusa - 
the follow-up to Starbyte's 
previous effort. Rings Of 
Medusa. 

All titles will be priced at either 
£19.99 or £24.99. 




THE 90S 

SPACE INVADERS IS BACK! 
Well, sort of, as Domark's 
software team, The Kremlin, 
has just finished the 
conversion of Taito's '90s 
reworking of the '80s classic, 
Su^er Space Invaders. 

Looking and playing like a cross 
between souped-up versions of 
Space Invaders, Phatrix, Gorf. 
and Calaxians. Super Space 
Invaders features strange new 
types of aliens, different attack 
formations, end-of-level 
guardians, secret levels, and the 
original cartoon attract sequence. 

It's out soon, priced at £24.99. 



BOLDLY 
GOING 

ELECTRONIC 
ARTS is to 
celebrate the 
25th 

anniversary of 
Gene 

Roddenberry's 
legendary TV 
series. Star 
Trek, with the 
release of a 
licensed game - 
tentatively 
entitled. Star 
Trek: The 25th 
Anniversary 
(witty, eh?). 
Details are 
sketchy at 
present but it's 
believed that 
the game will 
contain two 
distinct parts, a 
Wing 

Commander- 
style flight 
simulator and a 
Sierra-style 
adventure. 
More details as 
we get them. 
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FOLLOWING THE UNMITIGATED DISASTER of 
the previous month's cover, Gareth calmed everyone 
down with a serene planet image (below) to herald 
Novagen's Damocles (and possibly boosted our 
circulation figure by acquiring several thousand 
confused readers at Astronomy iVou'!). Space was 
also a big theme inside the mag: Ready soft had just 
announced its impending conversion of Space Ace, 
the follow-up to Dragon's Lair, a game that proved 
beyond doubt that you don't need playability to sell 
outrageously overpriced products - just pretty 
pictures. Meanwhile The Bitmap Brothers, still 
enjoying the success of Xenon II. were working hard 
on Cadaver. Little did we realise that Bros were 
about to pull the plug on their Mirrorsoft deal and 
go their own way with Renegade. After almost five 
years of overpriced software, Virgin Mastcrtronic 
shocked the world by announcing a 16-bit budget 
range priced at £4.99! Now, of course, Prism has 
outdone everybody with its £2.99 budget range, 
ensuring that you can afford a great quantity of 
software, if not a great quality. Everyone was 
looking forward to the annual PC Show which, in 
that format, is now defunct - something which 
seems to have been a theme for that year: being 
shown off were the disastrously received ST laptop 
(Stacey) and the Konix 
Multisystem. Among the other 
companies present, but destined 
for the scraphcap, were 
Grandslam, Hewson, Softck, and 
Tyncsoft. In our sole Work In 
Progress, Activision was once 
again going to great pains to 
prove that it could successfully 
convert powerful hydraulic 
Sega coin-ops. Fortunately the 
game in question. Power Drift, 
was fed to a decent developer 
and came out relatively 
unbruiscd. On the review 
front, 3D was the order of 
the day with Damocles and 
Bomber tying with a joint top 
mark of 95 per cent (yes, we were 
impressed). Other notables were Continental Circus 
(better than the original coin-op), F- IS Strike Eagle 
II (the PC version) and Infection. Just to prove that 
we could run tips on just about anything, we came 
up with a Player's Guide on Outlaw's Shoot Em Up 
Construction Kit'. New in the arcades were the 
excellent Escape From Vic Planet Of The Robot 
/Monsters. wSich was destined to be nicely converted 
by Domark, and the slightly dodgy Pocket Gal 2 - a 
Japanese game of pool in which your female 
opponents removed all their clothes! We rounded 
off the issue with a look at Nintendo, which had 
still to make an official foray into the UK market. 
We introduced you to the delights of Nintendo 
Cereal and the rather less appealing 'Homework 
First' lock, which allowed unscrupulous parents to 
prevent their little darlings from playing games 
until their homework was done (how horrible). We 
also told you about the Super Famicom long before 
anyone else was shouting about it, and predicted 
that the Game Boy would knock spots off the Lynx. 
Were we right* Of course we were... 

• Laurence Scotfoid 



RAINBOW 
REAPPEARS 



HAVING BEEN UNUSUALLY 
QUIET for the last few 
months, German 
developer/publisher Rainbow 
Arts is about to re-emcrge 
with a brace of new titles 
over the next couple of 
months. 

The first of these, Fate - Gates 
Of Dawn, is a fantasy RPG, 
played out in four different cities 
with up to seven levels and 12 
10,000 room dungeons. Taking 
charge of the usual band of 
adventurers., you pit your wits 
against an evil sorceror from a 
parallel world and his band of 
more than 500 intelligent 
accomplices. 

Scheduled to appear on the 
Reline label, Fate - Gates Of 
Dawn will be available soon 
costing £24.99. 

In a different vein, 
Transatlantic is a business 
simulation for one to four 
players. The follow-up to Arts' 
previous business sim, Oil 
ttnyerium, Transatlantic throws 
the player into the competitive 
world of shipping, placing him or 
her in charge of a Beet of ocean 
liners and allowing just about 
everything - from choice of route 
to advertising and even company 
mergers. 

Due out next month, 
Transatlantic is reputed to be 
bigger and more detailed than its 
predecessor - and all for £24.99. 

Finally from this line-up of 
conspicuously non-arcade 
product comes Centerbase, a 




futuristic trade and strategy 
game which gives the player 
power over an 
entire city. 
Everything is 
under 
computer 
control, 
including th 
health, 
wealth and 
security of 
your 
citizens. 

Totally 
menu 
controlled, 
Centerbase 
once again 
allows up 
to four players to take part and 
promises a mixture of rotating 
graphics and detailed still 
pictures in the strategy section, 
combined with numerous action 
sequences. 

Priced once again at E24.99, 
Centerbase should be on the 
shelves before Christmas. Watch 
out for further news and reviews 
: of these games in future issues of 
77ie One. 




Centerbase. 



MULTIPLE FLY BOYS 

TIRED OF FLYING ALONE-? Then a new multi-player on-line 
flight system from the US may be just what you're looking for. 

Produced in the US by Kesmai and administrated in these parts by 
On-Line Entertainment, Air Warrior allows up to 40 people to fly 
against each other in the same digital 'airspace' - players can take 
command of bombers and fighters, joining into squadrons and forming 
alliances (there are even tanks to be driven if you fancy returning to 
the ground for a spell). 

Air Warrior Is played via modem on standard (ie, non 0898) 
telephone lines, with On-Line charging an hourly 'system access' fee of 
£1 .50 (plus VAT). Further details are avaiable on (081) 558 6114. 
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'Before machines 1 
were capable of 
ancy graphics 
and sound, 
y ability was 
rythiitg. I've 
tried to carry 
that old-style 
gameylay 
through into new 
s games/' 



SHAUN SOUTHERN 

Programmer 

DESPITE THE FACT that one-man game developers have 
largely become a thing of the past, it's still often the 
programmer or designer who is given most of the credit by 
the press, There are certain people who are quite happy with 
this, but Shaun Southern isn't one of them. Throughout our 
conversation I was continually reminded that Magnetic 
Fields is a team and not just a 
pseudonym for Shaun Southern, and I 
was politely requested before I put 
down the telephone receiver not to 
forget to mention this fact. 

Although Southern is responsible for 
coding and much of the original 
design of Magnetic Field's games, he 
isn't averse to getting his hands dirty 
in other areas. In Gremlin's current 
Lotus project for example, he took 
care of the road graphics and 
implemented the spot sound effects 
(which meant wandering around with 
a tape recorder for weeks), although the music was produced 
by a freelance team employed via Gremlin. u \ used to do all 
the graphics," he admits, "but they turned out a bit ropey - 
even though they seemed okay at the time!" 



<16* rt only -the 8-bit 
on its own!) 

• Super Cars 

m ZZlT espr,t 

• Sup er Cars 2 

• Lotus Turbo 
Challenge 2 




Like most of the top game programmers 
working today, Southern taught himself. He 
began at the tender age of 13, tinkering with 
his school's Commodore Pets, much to the 
annoyance of the final-year students who 
were attempting to complete their projects. 
Then in 1981 he received a Vic-20 for 
Christmas and six months later bought 
himself a machine code cartridge. He's never 
looked back since, 

Although he's now used to the luxury of 
sophisticated assemblers, monitors and 
linkers, Southern's first work was put 
together using a simple line assembler which 
didn't even allow the use of labels, making 
coding even the 
smallest game a 
laborious affair. In 
1982 he sent some 
games off to Mr. Chips 
Software (as Magnetic 
Fields was then 
known). One of 
these, Jackpot on the i 
Vic-20, was sold to I 
Mastertronic - from I 
there on the 
company turned out | 
games at a prolific 
rate, most of them 
, for Mastertronic. Then in 1983, 
j following three-months at university (during 
which he did no coding), Southern started 
full time with Magnetic Fields. 

Magnetic Fields philosophy is a very simple 
one: to try and make games fun to play, 
j "The payability is largely down to me," 

Southern declares, "and I consider it to be 
I the most important element. Before 
machines were capable of fancy graphics and 
sound, payability was everything. I've tried 
to carry that old-style gameplay through into 
new games." 

Nowadays, however, Southern doesn't get 
too much time to play games. The only 
thing he's bought recently has been 
Lemmings. "I tire of things very quickly/ he admits. 

Of his own work, his favourite project was the first Lotus 
game, which he has managed to complete playing himself. 
"It's just worked out that we've been exclusively writing car 
games recently," he says, "although I can't complain - 
they've been good to us." 

For the moment it looks like 
Magnetic Fields isn't going to 
escape from car games; there's a 
course designer and data disks for 
Lotus 2 in the pipeline. But 
Southern is hopeful that they will 
find time to do a shoot 'em up soon. 
a I want to put everything we can 
think of into it, and try to get a 
really good atmosphere. We've got 
some ideas for a sort of cross 
between Defender and Populous (it 
would have strategic elements as 
well) and maybe to use fractals." 
And with that enticing snippet 1 let Southern get back to 
coding... car games! What else<- 

Laurence Scotford 

• Lotus Turbo GfcitfMp I is reviewed in this issue. 
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HENRI CORON 



Publisher 



"WE ARE OFFERING people dreams, " says Henri Coron, 
describing the philosophy which dnves the French publisher 
Infogrames, for which he runs the Clapham-based UK 
operation. 

Twenty-nine years old, Coron has been based full-time in 
Britain for just over a year now, having previously been 
responsible for the UK in his capacity as head of the firm's 
French-based export department (where he also had 
responsibility for Germany, Scandinavia and Australia). 

Despite the obvious attractions of such an international 
career, Coron was keen to make the move to Britain so that 
he could take control of what he sees as the biggest market 
for software in Europe - and also so that he could spend 
more time with his wife, Dominique, and their two children: 
"I was travelling three weeks out of four," he explains, 
"which was very interesting at first, but quite tiring and 
boring towards the end.' 

So, in his own words, he decided to "invade the UK" - was 
it a wise move? "It's a good experience," he declares, "what 
with 1992 coming and all, besides, I've never spent more 
than four years in the same place - it's in my blood to move 
around." 

Apart from anything else, Coron believes that living in 
Britain has helped him get to grips with what the UK games 

player wants to see: "When you live 
with the people you understand 
them more - 1 now know that we 
have to make games with a more 
UK style." 
Coron believes that part of this 
difference in tastes between the 
two countries is that the consumer 
in the UK is better informed and 
educated than his counterpart in 
France - for example, there are 
only three computer games 
magazines in France compared to 
the massive choice available over 
here. 

"Also, the French magazines aren't critical like the ones 
over here," Coron says. "But it's good to be critical. In the 
UK the people who play games really get into the magazines 
and go out and test the games and so on." 

He dislikes generalised criticisms of French games - 
especially the old chestnut that they always look good, but 
lack payability - but agrees that there are differences 
between French and British games: 
"Technically, we have always been up to 
date - for example, we were among the 
first to develop for CD-I to CDTV - 
and our programmers are very 
accurate. However, it's only now 
that we're catching up in terms of 
payability." 

On the subject of CDTV, Coron 
is a staunch defender of 
Commodore's much-maligned 
multimedia black box: "People 
criticise Commodore for its CDTV, 
but at least it's actually in the shops, 
he says, pointing out that his firm's 
version of Sim City (right) was one of the 
first games developed for the new machine 
and has sold very well so far. 



SONOGRAPHY 

(Some of Henri's 

# Captain Blood 

• Hostages 
.SimCity 

# North And South 

• Ghengis Khan 
.Metal Masters 





As he's just mentioned Sim City, 1 ask if he's disappointed 
that Maxis chose to use Ocean to publish its follow-up, 
SimEartH. Coron points out that his company isn't big 
enough to compete with Ocean in an auction for publishing 
rights, but feels that he could have done a better job of 
selling the complex world simulator than the Manchester- 
based arcade and film tie-in specialist: "You'll notice that 
each company has its own separate style: Electronic Arts, 
Ocean, SSI . . . they ail have their own identities. Our style is 
to produce games for all of the family, I think that's what 
we're known for, so, while we wouldn't sell as many of 
RoboCop 3 as Ocean, we would sell more SimEarth than 
them." 

Coron then takes this opportunity to wrap things 
up with a quick run-through of what 

Infogrames will be publishing for the rest of 
1991: "Later this year we are launching a 
3D tennis game which has a lot more 
strokes than any other game of its 
type, then we have a game called 
Seven Colours (left) - a strategy 
game rather than a puzzle game- 
and then we have Eiernam, an RPC 
with very beautiful graphics and 
more humour than you usually 
have in games of this type..." 
I ask him if this inclusion of 
humour is a reaction to the usual 
seriousness of games of this type, to 
which he laughingly replies: "Of course - 
after all, life is to be enjoyed." 

Ciarau Bremuiit 
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"Any other 
company will 
have to go to 

extreme limits 
to produce 
something 
which matches 
Kick Off 2, 
especially with 
Kick Off 3 on 
the way. It s 
:> be at 
HB three 
years before 
another decent 
footie game 
comes out." 



STEVE SCREECH 

Programmer and Game Designer 

WHAT ON EARTH has happened to the long-haired 
dropouts who used to develop gamesv Programmers these 
days seem to be remarkably ordinary and sane. Take Steve 
Screech for example, he's happily married, lives comfortably 
in Surrey and even knows what the year is! Fortunately for 
us there's nothing ordinary about his talent. He is, after all, 
the man who created the most bought, played, and talked 
about sports simulation ever. 

Since his humble beginnings as an 8-bit programmer. 
Screech has risen to become Anco's main asset - although 
nobody realised that this would happen when he first came 
up with a design for a new type of sports simulation late in 
1987. This revolutionary system was the basis for two 
games: Face Off, an ke Hockey simulation programmed by 
Screech himself (and which he now freely admits was 
•dreadful') and Kick Off... 'miff said! 

Kick Off was developed in partnership with the now- 
legendary Dino Dini, who was responsible for programming, 
while Screech concentrated on the design. Giving up control 
to such an extent was evidently not entirely to Steve's liking, 
which is why he's programming the forthcoming Tip Off 
basketball simulation himself. The Scrcech/Dini partnership 
goes on however, in the continual development of Kick Off 
and its data disks. 

The inspiration for Kick Off came from a dissatisfaction 
with football games in general. The best program up to that 
point, Screech claims, was Jon Ritman's Mulcts Day: "It was 
a sad state of affairs," says Screech, "that the best footie 
game was for 8-bit computers." So he set about designing a 



game to improve on 
the payability of 
previous efforts. 

Screech wasn't 
entirely surprised by his 
game's success. u By the 
time it was published 
I'd been playing it for 
over a year," he 
reminded me. "so I 
knew how playable it 
was." If anything's 
surprised him it's been 
the continued interest: 
"It's still rare to see a 
letters page in a 
magazine without Kick 
Off being mentioned." 

Was its success at all 
worrying to him' - In 
some respects it's 
I worrying," he says, "but 
any other company will 
have to go to extreme 
limits to produce 
something which 
I matches Kick Off I, 
especially with Kfck Off 3 on the way. It's going to be at least 
three years before another decent footie game comes out.* 

So what then are the most important aspects of a sport to 
capture in a simulation^ The computer has got to provide 
intelligent opposition. It can't do ridiculous things. I achieve 
this by getting the computer to play itself and if the game 
looks real, I'm happy.* 

Understandably Steve watches a lot of sport. He's a 
dedicated Crystal Palace fan, so football has always had a 
look in, but recently he has had to watch a lot of basketball 
too. Although he has yet to see a live 
game, Screech did get a US video 
system with a whole package of 
videos from the States. He's also got 
a satellite dish which allows him to I 
watch a lot of American sports, j 
which perhaps provided the 
inspiration for a future product - a 
complete reworking of Face Off. 

Sports simulations apart, Steve 
has always fancied writing an 
"over the top' D&D type 
program, set in various time j 
periods. J I already have a 
storyboard, but it would have to 
be spare-time job," he declares. 
'But the prospect of doing it on 
a console is extremely interesting." 

Screech doesn't get too much time to play games: 
do play Kick Off and Player Manager - mainly to find ways 
of improving them - and I like strategy games, but I'm 
certainly not a fan of shoot r ern ups and the like. When 1 do 
get time to play other stuff I prefer simulations like Stunt Car 
Racer." 

Laurence Scotford 



SONOGRAPHY 

• Face Off 

• Kick Off 

•PJayer Manager 

• Extra Time 
(data disk) 

• Kick Off 2 

• Final Whistle 
(data disk) 

• Winning Tactics 
(data disk) 



W PROGRESS 
Tip Off 
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Use your planning skills and put them into quick action, as you 
through 16 levels of challenging gameplay crammed with masses of 
enemies, special and hidden bonuses. 

Pick up extra powers like lasers, power-ups and time stops and face 
the ever changing massive "Boss Alien". 

VOLFIED: READY TO ATTACK YOUR NERVOUS SYSTEM! 
VOLFIED: SKILL, STRATEGY AND EXTREMELY QUICK REFLEXES 
VOLFIED: AMAZINGLY SIMPLE IN CONCEPT, INCREDIBLY ADDICTIVE TO PLAY 
VOLFIED: YOU HAVE TO SEE IT TO BELIEVE IT 
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LETTERS 



Has another month gone by already? It must have, 
as the postman's back in hospital with that problem 
he always seems to get when we make an appeal 
for more letters. Anyhow, a huge 'well done' to all 
of you readers who wrote in - and what happened 
to the rest of you? Don't be disheartened if your 
letter isn't printed this month, as we had enough 
mail to fill about 20 pages - try again next month 
and you might just be the lucky winner of an all- 
new The One For Amiga Games T-shirt. Just like this 
lucky chap in fact 



SPOILED FOR CHOICE 

Dear The One, 

Have you ever stopped to think about the amount 
of games that are released every months Last 
week I went into my local software shop and the 
owner (who I know quite welt) showed me seven 
new games that he thought I should try out- 
Think about it - seven new games! 

How on Earth is anyone meant to keep their 
software collection up to date when it would cost 
up to £150 per month to buy all of the new (and 
worthwhile) gamesi The only thing that we can 
do I suppose is make very careful choices before 
we actually part with the cash. 

Luckily though, this choice is almost made for us 
by the people who write the games in the first 
place. What do I mean by this£ Simple. So many 
of the games that 1 see coming into the shop each 
month are - to put it nicely - derivative of 
previous games that I already have in my 
collection. I mean, a shoot 'em up would have to 
be really special before I'd buy it, as I already have 12 (yep, a 
whole dozen) on the shelf in my bedroom. 

Don't be fooled into thinking that it's only shoot 'em ups 
and arcade games though, look at all the 'Populous- beaters' 
that have recently come out. If game designers and 
publishers gave us less clones and a few more original ideas, 
then people would surely buy more and there wouldn't be 
this great panic about the arrival of consoles. 

Am I being really naive in hoping for a little less quantity 
and a great deal more quality^ 
Michael Jeffries, 
Plowden, 
Shropshire 

It's a sad state of affairs Michael, but you proabaly are being a 
little bit hopeful in your desire for more originality. Why is it, do 
you think, that all of the Populous clones are beginning to appear 
now( Because it's been just long enough since the original came out 
for other programmers to have had time to play it and he inspired 
by it - and some of the results are very good indeed (Graeme Ing's 
Utopia, for example). All that you can do is to vote with your 
pockets and save your cash for when the next original game comes 
along - although In' the time that comes around you might need 
the money for your daughter's wedding or something like thai. 



BART ATTACK 

Dear The One, 
While I was on the Creek 
island of Kos this summer, I 
put some sun tan lotion on 
my legs and then 
accidentally knelt on my 
brother's copy of The One for 
Amiga Games. Then, when I 
stood up, I had an imprint of 
Bart Simpson on my knee! 
So there you have it! Once 



you've completely read your 
copy, you can put it on your 
body as tatoos! I tried to 
cover myself in Bart 
Simpsons, but the ink went 
messy. 

John Humphries, 

Bath, 

Avon 

£rm. . . thanks a lot John. Have 
you ever considered getting 
some professional helpl 



DEMOCRACY 

Dear Sir, 

1 like making demos and 1 
was wondering if you know 
of any decent demo creators 
or music packages that are 
on PD or Shareware*? I 
currently use Noisetracher 
vlJ. and it's great (most 
game makers use it). 

While I'm at it, perhaps 
one of your other readers is a 
whizz programmer and 
would like to team up with 
me and make some 'kick-ass' 
demos! 

Paul Matthes, 

Colchester, 

Essex 

The utility you're looking for 
could be Red Sector Demo 
Maker, available from most 
good PD outlets. 

NORWEGIAN WOULD 

Dear The One, 
Splitting up your magazine 
was both good and bad. 
Good, because each Amiga 
user gets more Amiga stuff 
(and the same for the ST 
owners 1 suppose). Bad, 
because there are 2,697 pure 
Amiga magazines already: 
we don't need more. I like a 
neutral mag, which doesn't 
say "this computer is better 
than a Cray 2 and that 
computer is shit." 

And what about us PC 
uscrs< You refer to your 
sister magazine, PC Leisure. 
Well, I live in a town in 
Norway with approximately 
7,000 inhabitants. The jerk- 
clerk at the magazine store 
(the store is called 
Narvesen), doesn't have that 
magazine. He thinks there is 
no market for a PC game 
mag (Y ou know the old 
myth - PC equals serious 
word processing and 
spreadsheets, Amiga equals 
fun and entertainment). 

Does PC Leisure review 
demos^ Does it give detailed 
information about sound 
card support and hardware 
requirements on each garnet 
If I send a PC demo to The 
One for Amiga Games, will 
you test it£ 
Oyvind Bakksjo. 
Bronnoysund, 
Norway 

Let's get one thing straight from 
the start. We don't say that one 
computer is better than another 



- all we do is bring you news 
and reviews about the latest 
happenings in the world of 
Amiga gaming (the biggest 
difference between ourselves 
and the other '1,697 pure 
Amiga magazines' is that more 
people read ours, it 's as simple 
as that). As for your questions: 
yes, PC Review (as PC Leisure 
is now known) does review 
demos; Yes, it does give 
information on hardware 
requirements and sound card 
support; and No, if you send us 
a PC demo we won't look at it, 
but PC Review can be found at 
the same address as The One, 
so why not send it to themi- 

CODS GO DOWN 

Dear The One, 
I recently bought Gods, but 
was disheartened when one 
day it wouldn't load. The 
messages it gave were 'error 
validating disk' and 'key 880 
checksum error'. 

1 think that a possible 
reason for this is that 1 
loaded the disk after playing 
with a cover disk (which are 
usually full of viruses) and 
then not turning the 
machine off. Even so, I don't 
think that should warrant 
losing a £25 game! 

I've tried using Disk Doctor, 
but when I try to copy the 
'corrected' disk, it says that 
there's something wrong 
with the destination disk 
(there can't be because I use 
high-quality blank disks). 

Please help, as 1 would hate 
to lose Gods. 
Jamie Campbell, 
Newbury, 
Berkshire 

How many times do we have to 
tell you to be careful of viruses 
and always to switch your 
machines off between loading 
different gamesl It looks as 
though you've learned your 
lesson the hard way. The only 
thing that we can suggest in 
this case is that you contact one 
of the Amiga-specialist PD 
companies - they may be able 
to help you out if you tell them 
which virus you were infected 
with, but chances are that your 
gflme is lost. By the way, it's a 
bit unfair to say that cover- 
mounted disks are usually "full 
of viruses", as we go to great 
pains each month to check that 
ours are clean as a whistle. 
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FINDING FIRE 

Dear The One, 
Could you please help me in 
tracking down an old piece 
of software*? About four 
years ago myself and a 
friend came across a game 
called Fire Power. It was a 
tank battle type game with 
a two-player option and we 
had hours of fun with it. 

To make a long story 
short, we have long since 
lost this game and would 
like to find another copy - 
but we don't know where to 
get one. 

We know that there's 
another program with the 
same name, but that's a 
fairly boring strategy game 
about some WWII battle - 
that's definitely not the one 
we're looking for. 

If you (or any of your 
readers) do know of the 
game in question, could you 
please let us have the name 
of the software house or 
where we can buy it from. 

Thanks in advance for 
your help. 
R.Taylor, 
Barwell, 
Leicester 

Yes! We remember that one too 
- it was a split-screen affair 
that was excellent fun in two- 
player mode ( there was 
another, similar, game from the 
same company called Turbo). 
We put our thinking caps on 
and came up with the fact that 
it was sent to us from America, 
and as far as we could 
remember it had © Silent 
Software printed on the label - 
after that, you're on your own. 
Anyone out there who can helpt 

ANOTHER LETTER 
FROM STUART N. 
HARDY 

Dear The One, 
While browsing through my 
large collection of elderly 
computer magazines, I had a 
good idea which would give 
a wealth of micro facts in 
one big volume. 

A new 'computer 
yearbook', produced in a 
similar style to the 
immensely popular Guiness 
Book Of Records, would give 
up-to-the-minute 
information to computer 
enthusiasts on the software 
houses and their games. 

Each company could be 



given a separate page of 
information, including data 
such as: 

1) Company name, address, 
telephone and fax 
machine numbers. 

2) The year the company 
was founded. 

3) Names of important staff 
members, development 
and programming teams 
and so on. 

4) List of labels (with 
prices!) which the 
company publishes for. 

5) Number of games in the 
current catalogue, 
categorised (arcade, 
strategy and so on) for 
easy reference. 

6) Best-selling title to date. 

7) Biggest failure to date. 

8) Biggest licence signed to 
date. 

9) List of awards (with 
years) which the 
company has won. 

10) Information on future 
releases and probable 
release dates. 

I'm sure that many 
gamesplayers would find 
such a book extremely 
useful indeed, especially if it 
included both budget and 
full-price companies. 

The book could then be 
updated anuafly to include 
all the newest facts and any 
profits earned could be 
shared equally amongst all 
of the participating software 
houses. 

What are your own views 
on this subject? 
Stuart N. Hardy, 
Wales, 
Sheffield 

What are our views Stuartt 
Our views are that you should 
stop writing these letters to 
magazines all the time - 
haven't you got anything else to 
dot Every month we open our 
mailbag and there it is, - 
another letter from Stuart N. 
Hardy. When do ever get time 
to play with your computer^ 
Tell you what Stuart, why 
don't you compile the yearbook, 
seeing as how you have so much 
spare time. 

LOST GAMES 

Dear The One, 
Could you please tell me 
when Epic by Ocean and 
Birds Of Prey by Electronic 
Arts will be released wf^sp> 
for the Amiga, I have l^sT 



SPEAKER'S 
CORNER 

CET UP ON THAT SOAPBOX and shout to the world 
that you've got something to say - or, if the thought of 
making a fool of yourself in public like that sends shivers 
down your spine, then maybe you could just send it in to 
Speaker's Corner here at The One. Think about it, for just 
the price of a stamp you could become something of hero 
among your friends, sparking debate throughout the 
country and getting people thinking for a change... or, 
maybe not. 

RIGHT RIVETTING RATINGS 

Anyhow, here on the corner this week we have one major 
topic for discussion - game ratings. 

Kevin Neoh of Yarm in Cleveland sets the ball rolling 
with his views on the subject, saying*. 

"Most of the time I agree with percentages given, but sometimes 
I think you give a game too high or low a rating. Take Toki for 
example. I think it is brilliant, so I would have given it 94 per 
cent instead of the 88 per cent that you gave it. " 

There's hardly a great deal of difference between 91 and 
88 per cent, but Kevin obviously thinks that it's significant 
enough. Just as a little bit of background, we should point 
out that here at The One all of the marks given are arrived 
at after a lively debate in the office - so although you may 
see just one reviewer's name at the bottom of the page, the 
percentage rating is definitely a group opinion. 

Which leads us nicely onto the next letter, which has 
flown in all the way from Simon Barnet in Clapham, 
South London (come to think of it, that's not too far at 
all). Simon thinks that maybe we should employ specialist 
reviewers instead of just: 

"...letting any old reviewer who walked in off the street review 
whatever happens to be in the disk drive at the time. For example, 
your esteemed editor Mr. 'baldy' Hrennan himself, reviewed both 
Magic Pockets and Thunderhawk in the last issue - how can he 
possibly be an expert on two completely different types of garnet 
Surely if he's an arcade freak, then he'd mark Pockets up and 
Tltunderhawk down (or vice versa of course).'' 

Are you serious SimonS- Do you really think that a person 
can only enjoy one type of computer game? Surely that's 
the beauty of this whole hobby, that you can spend half of 
your time exploring the Blacktooth Empire or reaching the 
next Rainbow Island, before switching off and rebooting 
for a spot of MiG-bashing or Kick Off Anyhow, as we've 
already said, the percentage rating is a concensus, so it's 
bound to get a fair hearing no matter what. 

UGLY MUGSHOTS 

We finally did it last month. , . after months of reader 
pressure, we finally printed the team's photos at the 
beginning of the Review section. But did they go down 
welK Like a ton of bricks in some places. Take Roger 
Bcntley from Newark, Nottingham. He thinks: 

"That bunch of misfits you showed last month were the ugliest 
I've ever seen in a computer magazine - don't do it again." 

Whereas Kim Turner of Colchester said: 

"How nice it was for you guys to finally let us sec what you look 
like. And what good-looking chaps you are too - especially that 
Jools Watsham. Any chance of a phone numberl" 

Certainly not! What kind of boys do you think we are-r 
Anyhow, the letterbox is now open for this and any other 
debate which takes your fancy. You know where we are... 
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SERGEANT 
SOFTWARE 

Why do you keep writing to 
the Sarge? He's not as good 
as he used to be.*. 



Dear Sarge, 

My Father has decided enough is enough and is going to 
become an MP (hopefully one day he'll even become 
Prime Minister). He says he can do a better job than the 
current lot and could restore the country to one where 
everyone is working. 

The only thing is, while he's trying to achieve this goal 
he's spending all his money on getting himself noticed, 
which leaves us, his family, with barely enough food or 
money to survive. So please, please could you send me 
some software, it would be terribly appreciated, as I'm 
really browned off folding publicity leaflets all day. 
Robert Gorvette, 
Holme, 
Manchester 

Your Dad's going lo be PAH Well, what are you worrying 
about I When you're sitting in Number 10 you'll be laughing: 
you'll get loads of attention and probably even have an arcade 
cabinet in your bedroom. So stop your whingeing. 

THE WORLD'S UMLUCKIEST PERSON 

Dear Sarge, 

I am the world's unluckiest person. My mother and 
father only stop arguing to beat me or sell some of my 
most prized possessions to go drinking. 

My grandmother secretly bought me my computer, but 
when my parents found out they banned her from ever 
seeing me again and she died from a broken heart. 1 don't 
thinkl I'll ever forgive them, but on the bright side 1 
managed to conceal my computer and play with itwhen 
they are at the pub. 

1 managed to scrape together a fantastic software 
collection (I had three games, one of them full-price!), but 
because I had to keep them from my parents I hid them 
in the coal bunker and they ended up on the fire. 

I could have bought some more 1 suppose, but I'm still 
paying off the vet's bill from when I had Muffy (my cat) 
put down because of the mysterious cigarette burns 
which he somehow got ai! over his back. 

Could 1 please have maybe one or two games- But 
please don't print my name in case my mum beats me as 
! haven't told her that I'm writing this letter. 
Willie Williams, 
Woking, 
Surrey 

Well Willie, you certainly have hud scute bad luck haven't vout 
Maybe if you were a good boy and didn't do things behind your 
parents' bach I'd be able to help you Out, but not this time f m 
afraid. By the way, thanks far die shiny pound coin you 
sellotapcd to the bottom of your letter 

STRAIGHT TO THE POINT 

Dear Sarge, 

Can I have some software*? 

C. Brady, 

Bletchley 

Oh, alright (hen. 



contacted both of the 
companies and they seem to 
know less than myself. 

Please help me with my 
dilemma as I expect these 
games to be big! Thank you. 
J.B, 
Leeds 

Funny that you should ask 
actually, as we were only fust 
scratching our heads about those 
ver)' games the other day, when 
news arrived in the post front 
both Electronic Arts and Ocean 
that both games would be out 
before Christinas. I wouldn't go 
into iadbrokes and waste any 
money on actually seeing either 
game by that date though. 

PUBLIC DOMAIN 
WORRIES 

Dear The One, 
Over the past few years I 
have built up a huge 
collection of Public Domain 
disks, mainly graphics demos 
and music with some games. 
I would like to set up my 
own library, but I am not 
sure which disks I can safely 
copy and send out to people. 
Also, how much can I charge 
for :1 1 -\< s - 
Alan Leighton, 
Derby 

// these are programs that you 
have yourself bought from Public 
Domain libraries then, on the 
whole, you are free to distribute 
them. You should make sure 
though that you do not use any 
loader programs that have been 
written bv other PD libraries. It 
is also illegal to distribute cover 
disks from magazines (although 
some PD companies have tried 
to do this in the past). If any of 
the programs you wish to 
distribute are Shareware, then 
you should contact the author to 
let him or her know that you 
plan to do this, then he or she 
can send you updates and mare 
information. You will have to set 
a price for your disks 
proportionate to your costs. 



■ Prices range from as little as 
I 89p to as much as £2.50. It's up 
; to you - and best of luck! 

SILLY SYSTEMS 

Dear The One, 
I am really fed up of reading 
in magazines about some 
'great new game system 
which is going to 
revolutionise the future of 
gaming'. When and if these 
fantastic new systems appear 
they're usually rubbish. If 
you want an example, what 

; about Level Nine's HUGEi 

; That was supposed to be 
brilliant, but Champion Of' 
The Raj which was a HUGE 
game was absolutely awful, 
apart from some nice 
graphics - and whatever 
happened to Billy The Kidt 

Then there's Virtual 
Reality, which should be 

j called Virtual Rubbish. I 

j went to the Trocadero centre 
in London recently just to 

j try it out and 1 couldn't 
believe how boring it was. 
What is everybody making 
such a fuss about£ There are 
loads more arcade machines 
better than that. 

Why is it that people still 
think isometric games are so 
brilliant as welK Ultimate 

j had those cracked years ago 
on a feeble Spectrum. I'm 
starting to think that 

j everything about computer 
games these days is all hype. 
The best games I've got are 
ones that haven't got any so- 
called revolutionary systems, 
but are just packed with 
payability. 
Jonathon Morris, 
Jersey 

Yep'. And sausages tasted better 
j too - and policemen weren 't 

afraid to give you a clip around 
: the ear if you deserved it - and 

there was good-old Vera Lynn 
: and Grade Fields and down the 

shelters and nice 'Uncle Joe' 

Stalin. Those were the days! 
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Cot something to get off your chest? Then why not 
put It on paper and send it to us here at The One, 
EMAP Images, 30-32 Farringdon Lane, London EC1R 
3AU (Sergeant Software letters should be clearly 
marked as such). The Letter Of The Month (should 
we decide to award ft) will earn its author a T-shirt. 
All correspondence should be confined to one side 
off the paper and, where possible, confined to a 
single sheet. The editor reserves the right to edit 
any letters as he sees fit. Please do not include an 
S.A.E. as, due to the volume of mail received, we 
are unable to make individual replies. 
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STATE OF THE ART' 16 BIT EHNOLOGY 



The mystery/role-playing adventure, 
combining History and classic science 
fiction, based on the world famous role- 
playing game by Game Designers' Workshop. 

Space 1889: Discover a recreated solar 
system as envisioned by the scientific theories of 
the 19th Century and in the imaginations of such 
classic writers as Jules Verne, A. Conan Doyle and 
H.C. Wells. Written by the same team as the 
critically acclaimed 'MEGATRAVELLER 1' 

INTERPLANETARY EXPLORATION 

• Visit the canals of Mars and deal with warring Martians; explore 
treacherous swamps on Venus; travel through the mysterious 
underground caverns of the Moon . . . Even Earth is ripe for exploration 
and rife with intrigue . . . 

• Planets and stars are accurately represented in Space. Actually 
navigate by the constellations themselves! 
DIPLOMACY 

• Overcome corrupt German conspirators, a radical Martian 
religious cult and the awesome intelligence of an advanced 
alien society that has escaped notice for thousands of years. 

WEAPONRY 

• Historic 19th Century 
weapons include 30 guns, 
4 throwing weapons and 9 
close combat weapons. 
Ranging from bolt-action rifles and sii 
barrel revolvers to swords and dagger 
PROFICIENCY 

• Create five characters, male or female, from anions six 
attributes and 24 skills, including Fisticuffs, Crime, Theatrics and Engineering. Control character 
development through a wide variety of careers. 
HISTORICAL ADVENTURE 

• Over 100 locations lo explore on Earth alone - all depicted with historical accuracy and fascinating details. 
Including London, New York, San Francisco, the Far East and the Valley of the Kings. 
TACTICS 

• Realistic combat sequences let you control each character individually, while still giving 
general orders to the others, 
VERSATILITY 

• Meet and interact with over 500 unique 
characters, each with 
distinct personalities. 
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Based on Mega Traveller by Game Designer's Worksho 
the most popular science fiction gaming system and now 
s choice as the Number One Computer Game! 
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HIGA COMPUTING 

llianlly balanced between complexity 
payability - MegaTraveller 1's 
ay is a miracle„."The best 
RPC/Adventure game of the year." 
CO AMIGA 

fantastic RPG with loads of puzzles. 
IMIGA FORMAT 
I can't think of any role-playing 
game which has the depth and 
richness of what's going on. 
GANESNAN 
This game is truly, 
uncategorically "Mega!" 
ACE 

A quantum leap lor sci-fi RPC's. 



AMIGA COMPUTING 

"A triumph of intelligent game design." 
THE ONE 

No other computerised RPG comes as 
close to being an accurate conversion as 
MegaTraveller 1. 
GEN 4 

MegaTraveller 1 is THE Game of Today... 
AMIGA POWER 

"Terrifying depth, friendly and helpful 
controls, great atmosphere, excellent 
balance of strategy and action. 
A wonderful piece of role playing software 
that everyone 
should play." 
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AVAILABLE ON: 

CBM AMIGA, IBM PC & COMPATIBLES AND ATARI ST 



EMPIRE SOFTWARE. 4 THE STANNETTS, LAINDON NORTH TRADE CFNTRE, BASILDON, ESSEX SSI", f.DJ. TFI :O^.H -.41212. 
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PROJECT Harlequin 
PUBLISHER Gremlin 

•AUTHOR The Warp Factory: Andrew 
Flndlay (Programming, Design) Ed 
Campbell (Graphic Artist, Design) • 
INITIATED February 1991 • RELEASE 
November 1991 



Wearing a tight-fitting spangled 
body-suit and a black mask is 
nothing unusual for Gordon 
Houghton; it certainly helped him 
get to the heart of Gremlin's 
diamond geezer. 

In the beginning The Warp Factory created the 
Harlequin. There was no plot, no gameplay, no 
level design - just a multicoloured character 
wearing Dick Turpln's visor. Andy Findlay, 
principal programmer at TWF. explains how the 
sequined star was spawned: "We were throwing 
some ideas around back in February, and we 
were looking tor something unusual. We toyed 
with Ideas like scrolling shoot 'em ups, but they 
weren't original enough tor what we wanted. And 
then it hit us - a Harlequin. The first thing we 
came up with was the name, and the character 
emerged from that. It's hard to see exactly where 
we got the inspiration from, but since then the 
game has developed Into something surreal, with 
loads of different elements." So how would they 
describe it in half a dozen words? "A platform 
game like nothing else." 

TWF's only previous game was written for CRL: 
it's a beat 'em up called Battlebound, which they 
actually finished in October 1990, but which has 
been held over until this Christmas - which 
means that Harlequin will probably appear on the 
shelves before it. 

The only aspect of the programming that the 
Glaswegian duo aren't responsible for is the 
sound. They usually digitise and implement their 
own effects "except when they're not up to 
scratch", and even at this late stage they are still 
considering inviting someone to program the 
sound for them, but it's almost certain that 
Gremlin will find someone first. Barry Leach at 
ImagiTec is the most likely candidate - amongst 
other projects for Gremlin he's already written the 
music and effects for Super Cars 2. and has also 
contributed to Pegasus and Utopia,. Because 
these last two have been taking up so much of his 
time, he hasn't even had time to think about what 
sounds Harlequin may produce - "The Ideas will 
come when I see the game," he says. 

When TWF finishes Harlequin in October, the 
team intends to diversify into another different 
genre. Ed Campbell is particularly keen on 
producing a role-playing gangster game - "it has 
never been done well." He's already sketched out 
a few preliminary design ideas: it would ride the 
borderline between action game and simulation, 
and would feature your character working his way 
up the mafia ladder. This is a long way off, 
however: for now, both Andy and Ed are content 
with sequined jump-suits and levels of pure 
fantasy. 




THE STORY SO FAR 
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The plot behind Harlequin Is a heart-rending tale of heartache and heartbreak. After 
a lifetime's expedition seeking out new diamonds for his suit and alternative 
colours for his face-mask, the elusive idol returns to his homeland of Chimerica. He 
finds It in a sorry state: no one is at home, the trains have all been cancelled and you 
can't find a needle and thread for love nor money. Worse still, the comforting, low 
'thud-ump' of Chlmerica's heart, which for so long has kept people happy and free 
just by resonating throughout the architecture, has gone. Disappeared. Nary a 
ventricular fibrillation. And the great clock, which had kept time for as long as the 
land had existed, now stands as idle as a sloth with broken legs on holiday. 
Something's up. 

With a twinkle in his eye, Harlequin recalls the good times 
he had in childhood: the joyful laughter, the free milk, the 
hours he spent wandering through the passages and 
corridors. No one locked the doors, no one slapped 
his wrist and said 'keep off the grass', no one 
shouted at him - he was king in his own castle. Now 
the doors are all locked, and a rusted sign hangs on 
the clock towers barred and bolted portal. A few 
squirts from a bottle of Ordinary Cleaning Liquid 
removes the greasy grime of decades and reveals 
the words: "Out of Order, Due to Broken Heart!" 

He can't believe it. Who could have done such a 
thing? How can he mend a broken heart? Where 
should he start? Guess who has to find out? 



DESIGN 




ft Jluch of Harlequin's design is 
I VI sketched out on paper and 
thoroughly tested before it makes it 
Into the final game. This 
meticulousness is partly due to 
the mistakes The Warp Factory 
feel they made with Battlebound: 
"We just plunged straight into 
the programming. This time 
we've taken a step back and 
looked at it hard. There's no 
storyboard as ^ 
such - it's more a ° 
series of ideas: 
we'll come up 
with an idea, I'll get 
something going on the 
computer, we'll try it for a 
month, and if it doesn't 
work it's out. We're 
constantly trying to 
introduce new ways of 
getting the character 
and level to interact." 
All of the levels 
have been designed 
on paper from 
scratch: "it's £ 
more for practical 
reasons than 
anything 
else, so 
that we can 
gauge from 
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the start the different distances between 
platforms, how far you'll be able to 
ump - that kind of thing." 
Implementing the gameplay 
hasn't been without its 
difficulties, as Andy explains: 
"The toughest part was the 
collision detection, because 
there's so much of it. I had to 
write a sprite editor and a map 
editor for the whole game, 
otherwise the 20 levels would 
have just been too big." He 
started writing the game on the 
ST, since that's where most 
of his programming 
experience lay, and that was 
the format on which he 
presented a demo to 
Gremlin back in May. 
However, as the project 
has continued Andy 
has been drawn more 
and more to the 



Amiga, and now 
intends to finish 
that version first. 
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GAMEPLAY 



Tie game uses what TWF and Gremlin have coined a "dynamic 
mapping system."' What this involves is you wandering around 
pulling switches and solving puzzles to create your own landscape. 
Andy sees it in terms of flexibility and being able to wander around the screens 
almost at will: "The game opens up as you play, the player determining the layout of 
the overall map for himself. It injects more variety into the initial design." Doors lead 
to whole new areas, switches open up gaping holes in walls that you thought were 
solid. It's not a question of helping you get through all the areas, since the team 
doesn't see the game just as a linear progression through various levels. "Your 
main aim is to collect the four pieces of the heart. You can pass through a 
landscape without picking up all the exits or goodies on that stage. There's not just 
one simple way to complete the game - you can take any route. You could finish it 
several times over, taking a different road each time and finishing with different 
points totals." 




WITH PUBLIC 
TRANSPORT in 
Chimerics a thing of the 
past, our nimble chum 
has to take any vehicle 
that's offered lo him. So, 
when he has scaled the 
clock tower he takes his 
chance with open arms 
and grabs hold of a 
passing kite to carry him 
to the next stage. The 
team is currently testing 
out other unusual means 
of getting around, too - 
including ropes, death 
slides, trampolines and 
unicycles. 



HIGH ABOVE THE STREETS of Chimerica, our fleet- 
footed friend balances precariously on the slippery-tiled 
roofs. A few lithe twists and leaps later he could find 
himself in the Virtual Television room. This is just one of 
the Ideas TWF is toying with: by switching channels and 
jumping Into the screen 
Harlequin will be able to select 
any level he likes- 





AT FIRST GLANCE, all of The Nimble One's tasks will appear 
easy. Just a bit of running around and jumping, you'll think. 
This is exactly how the programmers want you to see the 
game, so that you'll (all Hat on your face before you reach the 
top of the clock tower. In truth, the mass of enemies and 
puzzles will have you exhausted and scratching your head 
before you can say 'double diamond works wonders'. Your 
only barrier against adversity is your own beating heart, which 
fires projectiles at your command. This weapon has its own 
special conditions, as Andy points out: "One thing we decided 
on from the beginning was that there would be no limits on 
your ability to fire - in a lot of games you can't fire unless 
you're standing still. Here you can be running, or jumping, or 
doing whatever you want to, and you'll still bo able to kill 
something," 




HARLEQUIN IS NOT 
THE ONLY 
CHARACTER in the 
game capable of climbing 
and sliding down ropes - 
many of the enemies are 
just as agile. In keeping 
with the dream-like level 
design, the foes vary from 
marauding alarm clocks, 
bullet-spirting Buddhas, 
scorpions, lightning bursts 
and poison bottles. Andy 
feels this variety Is at the 
core of the game: "The idea 
of the sprites was to make 
them fit In with the look and 
the feel of the level you find 
them on - thoy are 
not just thrown In." 
He also points out 
that they all have a 
limited form of 
intelligence: "They 
follow individual 
routes, interacting 
with the platforms 
almost as much as 
the Harlequin. They 
can jump up, climb, 
potter about and 
fall right In front of 
you. They're not 
stupid." 
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PROJECT Harlequin 
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THE HARLEQUIN 
of actions uses up more than 60 
frames. These Include walking 
and running left or right, 
jumping to different heights, 
crawling (for tight spaces), 
crawling backwards, crouching 
(to avoid enemy fire), sliding 
down ropes, jumping up slopes, 
swinging and hanging, sliding on 
slippery patches and firing. In 
addition, some tokens allow him 
to enhance himself with one of 
three special abilities (see 
panel). 
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THE HERO 




Our hero the Harlequin is a queer fish: able to slip up greased poles quicker than 
a ferret from a drain and sporting a suit with more diamonds than a pack of 
cards, he has a long literary history. He originated In Italian comedies, but took a 
place in British pantomime as a mischievous character invisible to all eyes apart 
from his faithful sweetheart, Columbine. 

The idea for him came to Andy and Ed in a blinding flash of light: "He was an odd 
sort of character who typified what we wanted to do in a game: something unusual, 
fast, covering large spaces, acrobatic and fun. We were fed up with all those cutesy 
heroes." They also wanted someone who could interact as much as possible with 
his surroundings: Harlequin can perform all the standard superhero functions, and 
a few more Strider-esque ones, such as sliding up and down slopes. This makes 
him very adaptable to the game's variety of landscapes 

In addition to his everyday functions he can collect Jack-in-the-Box tokens which 
give him special abilities. At the mere touch of a joystick he 
is transformed into a limber angel fish, allowing 
him to wend his slimy subaquatic vertebrate 
way around the sewers; or he can grab hold 
of an umbrella to slow a rapid fall and give 
him some directional control, Mary 
Poppins-style. Finally, our sprightly 
supple superstar can bounce around 
manically on a Space Hopper, 
whisked through time from a 1970s 
kids' street party. 

Good news for keyboard-haters 
is that TWF is aiming to make all 
Harlequin's actions joystick- 
controlled, as Andy explains: "We 
don't like using the keyboard at all 
- we want to keep the game 
flowing. That was the whole idea of 
spreading the map over a large area: 
a lot of platform games are very 
confined, and we wanted to make th 
one spacious, fast, and very active.* 
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HARLEQUIN'S BUILT-IN CLUE SYSTEM will 
help out anyone completely baffled by what 
they should do next. Part of it involves 
speech bubbles simply telling you what 
certain switches do, but cryptic clues will 
probably be revealed as well - all you have 
to do is stand around In one place and look 
confused. 



GRAPHICS 




The visual design, effects and animation are the 
responsibility of Ed Campbell, who has attempted 
to provide each of the 20-plus levels with a unique set 
of graphics, adding up to about 850 screens in total. 
He is applying the same philosophy to the sprites 
which have been drawn to match the tone of the level 
in which you encounter them. Even when all the 
sprites, sampled sound effects and music are up and 
running, the graphics should run at 25 frames per 
second. On top of this, many of the 1 6-colour 
backgrounds have two layers of multidirectional 
parallax scrolling, and nearly all of them have at least 
one. 
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The sheer pace of the game, end to end 
action and tactical game play is the core 
of TIP OFF, a basketball simulation - 

I A SIMULATION WHICH IS 
GREAT FUN TO PLAY 

Players' skills, attributes and fitness together 
with the astute substitution of players and 
change of tactics banks by the coach, holds 
the key to success in basket ball. TIP OFF, 
therefore includes some managerial aspects of 
the game. The main features are:- 

* Multi directional scrolling screen 

* Five skill levels. Skill level of both 
teams can be set independently. 




I ' l 

to 4 players option. Option to play against the computer or another ployerwteom up with another 
player against the computer or another player or two players. 
Facility to practice skills and tactics. 

Facility to create a team at all skill levels and design tactics. 
Instinctive Joystick controls to dribble, pass, shoot or do a dummy. 
There are two running speeds, two types of dribbling and passing 
and five types of shots at the basket pump shot, Hook shot, 
Skyhook, Running Jump shot and Slam Dunk). 
Each player on the court is an individual with a unique mixture ol 
attributes (Age, Height, Flair, Pace, Stamina and Composure) 
and skills ;Pass:nc;, Dribbling, Stealing, Shooting and Jumping). 
Two types of Leagues. Action Replay at 3 speeds. 
Extra moves are available using two independent 
button joysticks using the EXORLENCE System. 



AMIGA ATARI ST - 

IBM PC & COMPATIBLES 
PRICE -£25.99 




EASY TO PLAY - HARD TO MASTER 

Published by 
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FORMULA ONE Haveyouever 

wondered what it 
would be like to be 
one ot those 26 
drivers, revving on 
the grid, waiting for 
the Green light to 
start you off on a 
mayhem ot crashing 
gears, smoke, roaring engines and burning rubber as the Grand Prix 
season races oft into another year? Well, now you can strap on your 
seat belt 1 MicroProse and Geoff Crammond, the author of 'Revs' and 
'Stunt Car Racer 1 , have teamed up to engineer the only complete 
Formula One Grand Prix simulation. 

MicroProse Grand Prix is crammed full of features: 16 undulating 3D 
circuits from the street tracks of Phoenix and Adelaide to the glamorous 
Monaco harbourside and the choice of 26 independently controlled cars 
out of the current teams; from Jordan and Brabham to Williams and 
Ferrari. 

Study the circuit in practice, adjust your car to achieve peak 
performance, then roar away for your fastest qualifying lap time to put 
you ahead of your rivals on the starting grid. Overtake the other cars by 
slipstreaming or outbraking them into corners, then watch them in your 
wing mirrors as they try to catch you. Be careful, you might have to 
avoid a shunt that's just happened around the next bend. It's tough, it's 
challenging, it's exciting, it's the most realistic Grand Prix simulation 
ever. 

• Authentic cockpit controls with radio and adjustable wing mirrors. 

• Realistic tyre and brake wear; judge when to make lhat vital pit stop. 

• View the racing action from television cameras located all over every 
track and replay your greatest triumphs and worst disasters. 

• Unpredictable weather patterns; the race may start dry but a sudden 
cloud burst may force you to change your tyres and style of driving. 

• Four levels of difficulty, from novice to potential Champion, make 

this a challenge to all drivers. 

• From the back of the starting 
grid to World Champion, 
MicroProse Formula One Grand 
Prix, it's all there bar the shouting! 

Formula One Grand Prix will be 
thundering Into all good software 
stores soon tor your Commodore 
Amiga, Atari ST and IBM PC & 
Compatibles. 

MicroPros* Siroolaton Software is avtWabM at all 
good software stores. II you etpetlence (Sftlcully in 
Obtaining any ol ih* MctoPtoss BBes Ihey can be 
ordered dWectty Irocn us ai MicroProse. Unn 1 . 
Hampton Hoad Induftinal E stale. TetBury. GU3 
GUJ8LD Tul 066C 5<W»6 




MicroProse Simulation software -Y 
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MICROPROSE 





Computer owners who like golf have been fortunate to have a wide 
range o( games to choose from. Now, with MicroProse Golf, they've 
also got the definitive simulation. If you've been playing around, stop; 
and start playing a proper round. 

MicroProse Golf accurately recreates the fairways and greens of each hole 
using stunning 3-dimensional technology which allows you to travel 
anywhere around the course. You can even follow the ball as it flies 
through the air and watch from numerous selectable TV viewing positions. 

Accurately modelled club and ball dynamics take account of club 
selection, ball and foot position and swing, with varying course 
conditions adding to the huge range of effects that you can witness at 
first hand. MicroProse Golf is so true to life that it will actually improve 
your own golf game! 

Realistic 3-D landscape allows you free movement around the 
whole course. 

Animated "Televisual" presentation and camera positions, including 
a unique foilow-the-bail option. 

Six challenging courses, each in a different style, including 'links', 
'woodland' and 'water' courses. 

Options to change stance, swing, tee and ball positions and see 
their effects on your shots before, during and after each stroke. 

Varying ground and atmospheric conditions. 

Player profiles which change over time, including a full handicap 
system. 

A dozen game types including strokeplay, matchplay, best ball, 
skins and a full tournament option for 1 to 4 human players. 

Customizable computer opponents and replay facilities. 

Statistical and graphical hole- 
by-hole analysis of your 
performance, 

• Easy to leam tutorial and 1 50 
page manual packed with hints 
and tips to help your own game. 

MicroProse Golf will be teeing- 
off soon at all good software stores for your Commodore Amiga, 
Atari ST and IBM PC & Compatibles. 
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Who remembers Rainbow Arts' 
Conqueror^ Another case of 
'good graphics, where's the 
game?' But now the system is 
back, this time with a strategy 
angle and Kati Hamza is the first 
to take a peek. 

JONATHAN GRIFFITHS IS A TANK 
ENTHUSIAST. At the age when most boys were 
more interested in girls and acne lotion, 
Jonathan was already playing wargames, gluing 
Airfix models and even scratch-building his own 
model tank creations from basic plans and 
several plastic sheets. 

These days, his methods are a little more 
sophisticated. With Conqueror {{he land-lubber's 
companion piece to David Braben's Virus) 
already under his belt, Jonathan is now turning 
his attention to something significantly more 
complex: Campaign is his second major tank 
project: a fully-blown WWII wargaming 
extravaganza. 

"Conqueror just had a number of separate 
options which weren't linked together in any 
obvious fashion," he explains. "You Just played 
a battle, with your forces versus the enemy, but 
you didn't know why you were doing it." 
Campaign, on the other hand, puts you In charge 
of the overall plan of action. 

Essentially the game divides into two parts. In 
the campaign planning section, commanding 
either Axis or Allied tank divisions, you set up 
your own environment and move your vehicles 
about. Then it's on to the animated 3D battle 
where you have the chance to plunge into the 
action and take charge of an individual tank 
whenever your forces and the enemy's meet. 



DESIGN 



Whether you're a Panzer buff or total tank ignoramus, Campaign should still 
have something to offer you. which is all down to the deliberately 
accommodating design of the game. An auto option means that it's entirely up to 
you whether you actually go out and drive the tanks you've directed on the 
campaign map. If campaignings more your thing, you don't have to take part in any 
battle at all - the results of confrontations are simply announced. "The Idea Is that It 
gives you the ability to customise the game to play at whatever level you want. You 
can focus on the campaign level and only ever have automatic battles or you can 
just ignore the campaign and let It produce battles for you as the forces wander 
about the map. It could be coped with by virtually anybody." 
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THE DATES AND THE ARMIES are historically accurate, but the design of the battlefields Is 
a matter of personal tasto. The final version will be fully kitted out with several predefined 
maps of varying complexity, but at the hub of the game is the map editor. By creating your 
own landscapes, you can set your campaign virtually anywhere - including completely 
fictional terrain. Size Isn't Important oithor: Campaign caters for all tank buffs regardless 
of whether their ambitions are modest (gaining supremacy over 625 square kilometres) or 
so grandiose that nothing less than the full 3200 kilometres squared (that's a massive 
10,240,000 square km) will do. 
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THE STORY SO FAR 



The impetus to create a computerised equivalent of the table-top wargame stems 
from Jonathan's dissatisfaction with the real thing. "The problem with having all 
these tiny little tanks on a large table is that you get a god's eye view. You can 
actually see all the enemies and obstacles that should be concealed." Manoeuvring 
presents another poser: a single tank may move 10 centimetres every turn, in which 
case it simply jumps over any enemies that happen to be In the way and avoids 
confrontation In a totally unrealistic fashion. Add to that the essential requirement 
of always having two friends about (one to play against, the other to umpire) and 
you've got something of an unwieldy table-top project. 

Put It on computer though and all these obstacles vanish. For a start, you don't 
get to see the enemy unless you make a deliberate attempt to spy on its positions 
using spotter planes. Nor does it matter if you're playing on your own - and at an 
average update of around 10 frames per second, though the action Is still moving in 
jumps, the Intervals are now so small the problems are far less obvious. 
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IT'S ON A SCREEN LIKE 
THIS that all manual 
land battles are (ought. 
Friendly vehicles are in 
yellow, enemies in 
magenta and the 
vehicle currently under 
your control is cyan. At 
present all you can see 
of the landscape are 
trees (dark green) and 
grass (light green) but 
the final version should 
sport houses, roads, 
rivers, bridges and 
towns. 
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GAMEPLAY 





Right from the word go, Jonathan was aiming at producing 
a more realistic campaign sim than some ol the products 
already on the market - including Conqueror. "In lots ol 
games you only get to control one tank in a fairly artificial self- 
enclosed world, but I'm giving you the chance to control all 
the various available tanks with equal facility," he enthuses. 
"You can even control anti-aircraft guns, armoured tanks and 
all the rest of it/' Planes and ships, an integral part of Second 
World War battle strategy, are also included, though you can't 
actually pilot them for the simple reason that they're 
totally incompatible with tank controls. "With a tank and 
a gun you can turn left, turn right and shoot. On a plane 
you've got banking to cope with and the view from the 
sky Is completely different. My 3D plotting routines Just 
aren't sufficiently generalised to make them work with 
aircraft as well." 

Initially, Jonathan had hoped to include infantry 
divisions too. but the animation essential to make this 
work proved Just too memory-intensive. Unlike a moving 
tank (which looks exactly like a stationary tank in 
motion) a man requires extra movement frames tor 
every running step. "With hordes of little men running 
about I would have had too many 'Please Wait' symbols 
popping up." 




YOU MAY NOT BE 
ABLE TO FLY 
HANDS ON, but 
you're the one who 
tells these planes 
exactly where to 
go. Select them 
from the battlefield 
or the campaign 
level, give them 
their destination 
and they'll carry 
out their function 
(ground attack, 
target-spotting or 
bombing) until 
fuel's so low it's 
time to hoad back 




tor base. 



GUNNER OR DRIVER, take your pick. In 
the battle sections, the view tracks 
either the turret or the hull, depending 
on your choice of career. And in any 
given situation the view from the turret 
(shown here)... 
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Front Amour (nn) 621 

Side Amour (nn) 301 u 

Rear Amour (nn) 13| 

Maxinun Amour Penetration (nn) 801 

Maxinun Road Speed (kn/h) 401^ 

Maxinun X-Couniry Speed (kn/h) 241*5? 



A CLICK OF THE MOUSE 
BUTTON whisks you from 
the comparative inactivity 
of the battle map straight 
into the thick of tho 
action. This is where you 
can take part if you wish, 
though it armchair battle 
is more your type of thing 
simply switch everything 
to auto and watch those 
Allies burn. 




THE GAME'S 
LOGISTICS allow you to 
control the production 
and supply of vital 
armaments. Factories 
produce tanks, fuel and 
ammo, which are then 
supplied by a series of 
trucks. Sly campaign 
managers know it pays 
to seek out factories, 
capture and convert 
them. 
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THE CAMPAIGN MAP is a flexible 
organ. Using the sliders and the 
magnifying glass at the bottom 
right, it's possible to zoom in on 
trouble spots and obsorvo tho action 
in detail. In this case the action's 
really hotting up. It's September 
1943, tho Allies are Invading the Bay 
of Naples and we're on the German 
side (as denoted by the iron cross 
on the right.) Using the icon 
controls, it's possible to call up 
information on the various groups of 
forces available from a formidable 
list: Infantry, aircraft, anti-tank 
groups, engineers, navies, 
observations groups and artillery. By 
the way, the Icons shown here are 
waiting for a face-lift courtesy of 
graphics specialist Saul Marchese. 
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WHETHER YOU'RE CONTROLLING a mighty Panzer or a 
more humble like this anti-tank gun, there's always a 
quick way out In the hoat ot the fight. Order a general 
retreat and the battle fast-forwards automatically for 
1 ,500 game cycles. Any vehicles not on the battlefield 
at the end of this time get captured by the enemy. 




GRAPHICS 





All of the tanks, planes and armoured vehicles which fight it out on the 
Campaign battlefields start their life as a series of 3D shapes. Given the 
hundreds of different designs Involved, you'd expect Jonathan to have created 
his very own specially-designed Campaign object-editor. In fact, he hasn't got 
one. "I thought it would probably have taken me longer to write it, implement it 
and then put in all the shapes than it would just to create all the shapes from 
scratch," he explains. Instead, it's all been done with pencil and graph paper. "I 
work out what the plan view of the side-elevations are by having either a model in 
front of me or copying out the plans and scaling them accordingly." It's inevitably 
a process of simplification: taking out details that aren't strictly relevant and 
simplifying what Is essential so that it's appropriate for plotting purposes. 

Interestingly enough, despite the fact that there are far more tanks, guns and 
aircraft than in the original Conqueror, Campaign's vehicles are all significantly 
more detailed. "The Conqueror shapes were very simplistic - no engine grilles, 
suspension detail, couplers and all the rest of it that you find on tanks now." 
Though he's using some of the original Conqueror code, much of it has been 
heavily modified, specifically the shape-plotting routines which were originally 
written by David Braben. 



"I've reduced the storage 
requirements of these 
tanks so they actually take 
up less room and are 
plotted faster even though 
they've got more detail." 




As much ot the battle action is capable of running without much direct 
Intervention from the campaign controller, perfecting the artificial intelligence 
of Campaign's tanks has taken up a large chunk of programming time. There are 
several intelligence levels to consider: the overall campaign strategy which deals 
with general group movements, the battle- strategy of sub-groups within these 
large groups and the individual tanks' tactics routines. Tactics are probably the 
easiest to perfect; each tank is capable of calculating the appropriate turret 
position, distance and trajectory to hit a particular enemy. "They know, for 
example, that If a target is too far away, It's not worth firing at because the shell 
falls off over range.'' They can also recognise different weapons and modify their 
reactions accordingly. "I've programmed a sort of fuzziness Into It In the interests 
of fairness/' Jonathan explains, "Otherwise there'd be no contest - they'd just 
line up and kill you." 

Getting the overall strategy right is a much more daunting task. "I'm not sure 
I've got It right. It's a bit difficult wanting to tell your tanks to go round to the left, 
say, and write that up as machine code" It's something he's still working on, 
though one major in-built strategy element is already In use. When various tanks 
arrive on a battlefield they immediately team up with tanks of a similar design. As 
a result, whenever one heavy tank is given a destination, all the others adopt 
similar positions nearby. "Because In virtually all cases the group fares better as 
a group than It would as individuals, which means there's some element of 
strategy in there right away." Meanwhile, the player Is free to introduce any 
number of alternative battle plans at will. 
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All the best projects start with the germ of an idea. In Campaign's case 
Inspiration struck Jonathan all at once. "The campaign system is used by a 
lot of existing games anyway: all I did was work out how to Implement it on a 
computer so that it would all hang together properly and form a coherent 
system." Initially, he came up with a 20-page game-plan, then started 
implementing the campaign map and battle systems. A lot of the initial plans 
have been altered in the process: "Having played it myself I've found that a few 
things don't quite work, so I've been doing quite a lot of tweaking." 

Unusually, several of the icon sprites and a few of the tank designs actually 
originated on an Archimedes. "The machine's advantage is that It has a proper 
basic - or one I like anyway. As I'm familiar with it I used the code to write the 
shapes. Basically I type In data in what I consider to be a meaningful form and 
then compress it so that the program can execute it very fast. It goes in as a 
simple command and a hex byte comes out at the other end." 



THERE ARE FULL TECHNICAL DETAILS like this available 
for every one ot the hundreds of tanks, armoured 
vehicles, guns, trucks, ships and aeroplanes. By flicking 
through the details a seasoned campaigner should bo 
able to work out exactly the kind of vehicles appropriate 
to every occasion. Left, rear, right and front elevations 
are shown at the right hand edge. The other icons show 
vehicle status (smiley face), fuel and ammunition. 

CLICKING 
ON THE 
RELEVANT 
ICON on the I 

campaign " -- ~~~ '' 

map brings l^^fl^k 
up a list of 
the available 
vehicles in 

each group. ■s^ssssm^»sB»B»»»*»m»»»»^»s»»»»»»»»»»»»»»»»»»»»»B 

In this case it's the 15th Panzer Grenadier Division 
identified by colour-code. If It's red, the tank is in battle: 
if it's blue, It's in reserve. 



THANKS TO 
SOME 

COMPETENT 
COMPRESSION 
the action 
averages out at 
a very 
respectable 
speed of 10 fps. 
So when you're 
facing a German 
Panzer IV and 
StuG III in a lite 
or death 
situation, you'll 
still be able to 
scarper or stand 
and fight at a 
reasonable 
pace. 
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They've nicked his bike. 
They've whipped his helmet. 
This time they've gone too damn far... 

ONE MESSES WITH THE BITMAP KID 



features: 

stacks of levels • heaps of weapons • swarms of Intelligent nasties 
bonus games • secret rooms • loads and loads of power-ups 



Of, UmtropoHtmn Wharf, Wmpplng 
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COMPETITION 



INCREDIBLE BUT TRUE! This is the second part of our 
exclusive competition which could win you three 
wonderful days in California at the Lucasfilm Ranch, 
home of the Lucasfilm movie production unit, Industrial 
Light and Magic (George Lucas' special effects company) 
and Lucasfilm Games, the creators of such classics as 
Indiana Jones And The Lasl Crusade and The Secret Of 
Monkey Island. 

The winner of this amazing competition will, along with 
a member of The One's staff, spend three days touring 
the ranch and meeting the people from Lucasfilm Games 
an all-expenses paid dream trip. 
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HOW TO GET THERE 

There's really nothing to it. You should hove already answered 
the question printed in fast month's magazine and retained the 
special coupon that was printed with it. All that remains is to 
answer this final question, ploce last month's coupon on the 
entry form and send it to: Let Me At Lucasfilm, The One, EMAP 
Images, Priory Court, 30-32 Farringdon Lane, London EC1R 
3AU, to arrive no later than October 25th 1 991 . 

And now, here's the second question... 

Which distinguished actor played 
Obi-Wan Kenobi in Star \Afcirs? 
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A TRIP TO THE LUCASFILM RANCH 

RECKON YOU KNOW THE ANSWERS to 

the two questions? Then here's the place k A f \ k ITI I /"* k I £ 

toPUt ^ MONTH ONE 

1 ........... ttk»tM-tfH-Hl4 - •■••■•"if '' ■■ 

2 Affix last month's coupon hens 

Now. in no more than 15 words, tell us 

which member of The One's editorial | k A /"V k I TP I Tl * I 

y r^oK^x ,oaccompony j/viuiN i wu 

m Send your completed entry, together with your two 

~..m tokens to: Let Me At lucasfilm, The One, Priory 

Court, 30-32 Farringdon Lane, London EC1R 

NAME „... 3AU 

ADDPCCC editor'* domion is final and no corrnponrtence wi* be entered bra 

" bnployee* (and friend* and rdafiom eWif) of InWP tmogn. Utunkn, 

M ..,„.. M ..„.„_.., , Gold and all al rheir related crmanies may noiorWr. Noauh 

__ ' ' otornotWe will be offered in lieu of the winner being unable, far any 

■ TEL NO reaion. to catted the prae. 
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They sent the police into a panic 
They whipped the crowds into a frenzy 
They redefined Rock'n'Roll music 
And now...they're ready to do it again 





4 THE STANNETS 

LAINDON NORTH TRADE CENTRE 

BASILDON ESSEX SS15 6DJ. 
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Is piracy killing software? Kelly Beswick asks a few of the people 
involved in combatting this growing problem. 





PIRACY HAS BEEN A PROBLEM for the 
computer software industry for as long 
as anyone can remember. One of the 
naln reasons why It Is so difficult to 
eradicate is that a person committing 
piracy could be completely unaware 
that his or her activities are illegal- 
Take the example of copying a 
game for a friend. Often it's just a 
one-off incident, innocently 
undertaken with the best of 
mentions. Yet even that simple 
process Is an Infringement of the law. 
And If you multiply that one piece of 
copying by several hundreds of 
thousands, you get some indication of the 
real scale of the problem. 

t's estimated that the leisure software 
Industry loses millions of pounds a year 
through the illegal copying of games. "So 
what," you might think, "don't these 
companies make enough money 
anyway?" However, it's this misguided 
Robin Hood aura which surrounds the 
activity which opens the door for much 
professional pirating 

The most damaging forms of 
piracy are undertaken by 

people who know exactly 
what they're doing 
and are fully aware 
that It is against the 
aw. And something 
else to bear in 
mind is that lost 
revenue is only 
part ot the 
story - 
'nnovation 
ind creativity 
lave also 



46 ■ mi < >k 



t ' H I 1 Mil k 1'1'M 





been greatly hampered: over the years 
many a programmer has thrown in the 
towel when they found their hard work 
stolen from under their noses. 

But what about the end-user - you. 
the games player? 
Current prices are 
directly related to piracy. 
Software publishers claim 
that if software theft 
disappeared there would 
be a reduction In price. 

While all types of piracy 
are clearly Illegal, the 
professional 
profiteer causes 
most harm. They 
are basically rip-off 
merchants who 
make their money 
out of others' efforts. 
Some operate as mall 
order outfits, while others 
tout their stolen wares as 
market street traders. 

Ironically, this form of 
piracy is the easiest to 
detect, so this Is where 
the bulk of prosecutions 
have been made. 
Organised pirate rings are 
far harder to break - 
they're usually a law unto themselves 
with the fruits of their labours 
remaining within a closed circuit. 

When you first load a copy of a game 
that's been pirated by a team of 
crackers, you usually see a list of names 
running across the bottom of the 
screen. These are the pseudonyms the 
hackers like to give themselves. It's all 
part of the bravado, with messages 
being sent to fellow pirates and sly 
digs being made at the people who 
provide the technical protection. 

Cracking teams seem to enjoy 
flaunting their Illegal activities and 
some have become notorious within 
the business. But because of their 
assumed names, and the fact that 
contact is usually only made through a 
computer, it's extremely difficult to 
break the networks. 

So who can act against these pirates? 
One organisation that can do 




The consumer 
must understand, if 
piracy exists and 
continues to exist, 

publishers just 
won't be able to 
afford to re-invest. 

It's an evil spiral 
and nobody wins." 

Roger Bennett - ELSPA 



something is the Federation Against 
Software Theft (FAST). This body acts as 
a sort of interface between the 
authorities and the industry: It has the 
power of prosecution at Its disposal 

and operates on both an 
investigative and 
informative level. 

Since Its formation back 
in 1986, FAST has done 
much to promote 
awareness of the 
copyright laws and it has 
certainly gone a 
long way in 
stamping out 
unconscious 
infringement. But 
there still remains 
the problem of 
professional piracy 
and, despite numerous 
prosecutions, the 
offences continue. Yet 
far from being 
despondent by the 
circumstances, FAST has 
maintained its position 
as a vigorous watchdog 
body. This can largely be 
attributed to the efforts 
and determination of 
one man - Bob Hay. 

As chief executive of FAST. Hay 
comes across as a man with a mission. 
His main goal in life is the eradication 
of software theft and it Is an objective 
he takes very seriously. 

When you get talking to Hay on the 
subject of piracy, he soon makes short 
shrift of any defence a pirate could 
offer: "Software thieves are not 
heroes," he states, "and they are 
certainly not some sort of modern day 
Robin Hood. The vast majority are 
simply motivated by financial gain. 
They don't swap, they sell. 

"Pirates say that they rip off the 
software because of the high price and 
that otherwise they couldn't afford it. I 
can't afford a Rolls Royce, but that 
doesn't give me the right to go out and 
pinch one. If that argument did cany 
any weight, piracy would only occur 
with full-price software, but that's not 



the case, it happens just as much in the 
budget market." 

When it comes to describing a typical 
pirate. Hay can only pinpoint two basic 
characteristics. "It certainly seems to be 
people in their ZOs. Apart from that, 
the only other thread running through 
is that the majority of convicted pirates 
also have other offences. As far as I can 
see, a thief Is a thief is a thief." 

Hay Is also at pains to dispel any 
notions of gallantry or wizardry that 
have become associated with piracy - 
and fiercely contradicts the image that 
the pirates themselves try hard to 
cultivate. "What they are doing Is 
hurting people, pure and simple. 
Companies go to the wall, investment 
and jobs are affected and as a direct 
result, innovation Is being lost. 

"These people are not matching wits 
against wits with the guys who are 
writing the protection. They use all the 




"These people are not 
matching wits against wits 
with the guys who are 
writing the protection. 
They use all the devices 
on the market to 
circumvent that 
protection. It's not being 

clever, they're just 
exploiting the talents of 
other people." 

Bob Hay - FAST 
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devices on the market to circumvent 
that protection. It's not being clever, 
they're just exploiting the talents of 
other people." 

Although FAST may appear to be 
fighting a losing battle, this year alone 
It has made dozens of raids, with a 
good proportion leading to 
prosecution- "A lot of our work is of an 
investigative nature. 1 " Hay explains, 
"and we get information from all sorts 
of sources. Mail order piracy is a 
significant factor. Someone writes into 
a company advertising cheap software 
and what they get is a copy. The 
consumers often notify us, and what 
we do Is obtain the necessary proof. 
We then go to the trading standards 
authority or the police. Primarily it is 
the trading standards because 
consumer protection falls under the 
local authority." 

Two months ago. 9.000 disks were 
seized from a company called Pick 'n' 
Choose. The firm is now awaiting a 
court case, with the main 
instigator facing charges 
for 96 different offences. 

Hay admits that 
prosecution is not always 
a simple matter. "We're 
currently Involved In a 
case where we're having 
to examine 
thousands of disks 
and do an In-depth 
report on each 
one. It's Incredibly 
time-consuming, 
but at the end of the 
day. if we manage to 
make a prosecution it 
will be worth the effort." 

In the past. FAST has 
been accused of 
allowing the scale of Its 
efforts to be weighted 
too much in the favour 
of catching those 
responsible for pirating 
high-price business software. Hay is 
aware of these criticisms and is 
currently working in close co-operation 
with the European Leisure Software 
Publishers Association (ELSPA) to 
redress the balance: "We are both 
looking very closely at the matter, and 
we are now heading towards a 
dedicated staff within FAST to 
concentrate on the specific problems of 
the leisure industry." 

In ELSPA's two-year history, it has 



"Software theft is a major 
problem. By current 
estimates a software 
publisher can oniy expect 
to reach 1 0 per cent of a 
particular machine's users 
with a new product — and 
that's even on the best 
full-price arcade game." 

Roger Bennett - ELSPA 





Something else to 
bear in mind is that 
lost revenue is only 
part of the story. 
Innovation and 
creativity have also 
been greatly 
hampered." 



its main objectives. And as such, the 
organisation has forged a very close 
working relationship with FAST. 
"Safeguarding the interest of our 
members requires us to work very 
closely." explains ELSPA chairman. 
Roger Bennett. "Software theft Is a 
major problem. By current estimates a 
software publisher can only expect to 
reach 10 per cent of a particular 

machine's owners with a 
new product - and that's 
even on the best full- 
price arcade game. The 
consumer must 
understand, if piracy 
exists and continues to 
exist, publishers just 
won't be able to 
afford to re-invest. 
It's an evil spiral 
and nobody wins/' 

ELSPA has also 
been working 
alongside FAST in 
controlling the sales 
of copying utilities and 
back-up devices. 
Although In some 
areas they do have a 
bona fide use, this has 
been greatly abused 
by both the hackers 
and unscrupulous 
manufacturers. 
As Hay points out. it's a difficult area 
to pin down: "With copying devices, 
it's hard to say whether they are just 
that. If It was dear, then they would be 
illegal but it is a utility program. The 
difference is whether It has a legitimate 
purpose or not. 

"This Is not an easy thing to prove. 
Many programmers use these utilities. I 
did see an advertisement for one of 
these devices recently with the caption 
'no program is safe'. I certainly took 



placed the problem of piracy as one of that one up with the company, and the 



magazine which carried the advert." 

It appears that It's only the more 
sophisticated games that get off lightly 
In the piracy stakes. "If it's a very 
complex product that requires a wealth 
of information then it becomes a lot 
harder to reproduce." explains Ocean's 
boss David Ward. "The individual parts 
of the package, such as a large In-depth 
manual, mean copying Is a much 
bigger undertaking for the pirate." 

But. as Mirrorsoft's supremo Peter 
Bilotta states: "At the end of the day 
It's like stealing any property." And 
even the most complex of games can 
find themselves on a pirate bulletin 
board, even if the player never gets to 
understand the intricacies and depth of 
the product. All the sioryboard 
protection and security codes in the 
world haven't stopped some pirates 
from hacking In, however badly. 

Bennett admits that the chances of 
piracy being eliminated in the 
immediate future are pretty slim, 
although he does hold considerable 
faith In CD technology: "It's virtually a 
non-starter when it comes to piracy. 

"If everyone was to develop for CD, 
then of course it would be a 
tremendous asset, as there would only 
be one format to publish on. When all 
computers have CD drives, then this 
option will become very likely and 
everybody would support it." 

Yet, regardless of the technology, in 
one form or another software theft 
looks likely to continue. As Hay 
concludes: "There's no difference 
between goods that fall off the back of 
a lorry and pirated goods. The thing Is, 
there always seems to be a market for 
people with sticky fingers." 

But will the pirates be happy when 
their sticky fingers have forced the 
publishers to move on to producing 
games for more sophisticated - and 
therefore more expensive - machines? 
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1. Zeppelin {Newcastle) 
The north-east is a bit of a 
remote outpost for UK software 
now that Tynesoft has bitten 
the dust. This last bastion of 
Gcordie publishing specialises in 
budget software. 

2. Psygnosis (Liverpool) 

Arising from the ashes of 
the ill-fated Imagine, 
Psygnosis burst on 
to the scene in 
1985 as a 
specialist 16- bit 
publisher - 
perhaps somewhat 
ahead of its time. Now 
regarded as one of the premier 
developers, with special 
attention paid to packaging and 
graphics. If Psygnosis never 
produces so much as a single line 
of code again, it'll always be 
remembered (oi Umminp, the 
game which effectively silenced 
doubts about the payability of 
its games. 

3. Ocean (Manchester) 
Elder statesman of the UK 
publishers, Ocean began in 1983. 
Eacly titles came thick and fast, 
but top quality Ocean games 
were hard to come by until 
1985. when sports titles under 
the Imagine label made their 
mark in the games world. Also 
credited with being pioneers of 
the licensed game - way back in 
1933, Ocean published the 
'authorised' version of Century 
Electronics' Hunchback (phew!). 
Now known mainly for its film 
and coin-op tie-ins. 

4. CDS (Doncaster) 

One of the oldest UK software 
publishers, CDS is probably best 
known for Stew Davis Snooker. 
The Computer Store chain in 
Yorkshire is also part of CDS. 

5. Krisali5/Teque (Rotherham) 
Programming team/publisher 
which has hit the jackpot with 



its recent tie-ins with 
Manchester United. 

6. Gremlin (Sheffield) 

Set up in 1985 and spent time 
under the US Cold umbrella 
before emerging as an 
independent. Has built up 
steadily to earn a reputation for 
high quality driving/ racing 
games, such as the current 
Toyota and Lotus series. 

7. Core Design (Derby) 



such as E.Motion, 
OttiRun and the 
Capcom coin-op 
conversions, the name US Gold 
is almost becoming 
anachronistic. Still deals with all 
Lucasfilm and Access games (see 
last issue's world map). 
10. Novagen (Birmingham) 
Low-profile publisher centred 
around programmer Paul 
Woakes' acclaimed, but hardy 
prolific, output. Since 1984, 
when Woakes and former 
retailer Bruce Jordan set up 



Development team which set up Novagen, company has 



as publisher in 1990. First 
independent title, Corporation, 
released to much acclaim last 
year. 

8. Elite (Walsall) 

Another veteran, Elite has been 
around since 1982/83, and was 
at one time at the forefront of 
the race to grab the rights to 
coin-op conversions 
(successfully, with games such 
as Pa/vrlvi' and Buggy Boy). 
Currently much into console 
development. 

9. US Gold (Birmingham) 
One of the industry's giants, 
founded by Geoff and Anne 
Brown to import American 
software for the Atan 400/800 
and Commodore 64 computers 
because they couldn't find any 
decent stuff in 

the UK to play 

on the v Vi V h \ 

machines. The 

US Cold label | J f 
was branded in 
1984, and US 
publishers 
eagerly lumped 
on the 

bandwagon. The Browns did 
such a good job of publishing the 
US titles that many of the 
companies reckoned it was 
worth setting up independently 
over here, so US Cold looked to 
home-grown programmers to 
keep up its output. With games 



produced Commodore's 
Novabad system for the C64 
machines, Encounter, Mercenary, 
Damocles and Backlash - and not 
a lot else. 

11. Code Masters 

(Leamington Spa) 
Successful model for the 
'computer whizz-kid' stories 
once beloved of tabloid 
newspapers. Brothers David and 
Richard Darling began 
programming on a Vic 20 while 
at school in Canada, and were 
making money from their games 
by the time they took their O- 
Levels (now GCSEs), Now a 
comparatively ancient 25 and 23 
years old, the Darlings specialise 
in original games sold at budget 
prices - the Simulator range being 
regular best- 
sellers in the 
charts. 
12. 

Millennium 

(Cambndge) 
Originally 
began life as a 
division of the 
Longman 
publishing group, as part of 
Logotron. Broke away to form 
the games house Millennium in 
1989, Millennium operates 
between offices in Cambridge 
and London and uses 
Birmingham-based US Cold to 
market its titles. 




13. David Braben/Ian Bell 

(Cambridge) 

Graduates of the Cambndge 
University computing hothouse 
this pair wrote the legendary 
Elite. Braben then went on to 
write Zarch (originally as a 
demonstration of 
the assets of 
Acorn's 
Archimedes 
machine, later to 
become known by 
its 16-bit title, 
Virus) and has 
been working on 
Elite II ever since. 

14. Konix 
(EbbwVale) 
Set uptn 1985, 
Konix was a 
successful joystick 
designer and manufacturer - the 
handheld Speedking sold vast 
numbers worldwide. By 1986. 
preliminary sketches and designs 
were already been drawn up for 
founder Wyn Holloway's dream 
games machine - a console 
which would run fast, 
graphically -stunning games, 
with hardware accessories (such 
as the infamous hydraulic chair) 
to enhance the sense of realism. 
This was of course the ill-fated 
Multi-System, a project which 
reached the prototype stage, but 
whose costs eventually proved 
to be Konix's downfall. 

15. D&H Games (Stevenage) 
Producer of football games with 
ever-more imaginative titles to 
distinguish them from the 
others: Jracksuit Manager, Striker 
Manager, etc. 

16. MicroProse (Tetbury) 
MicroProse set up its UK offices 
m 1986, one of the first US 
companies to go it alone over 
here. The company enjoys 
impressing its American bosses 
by pointing out that the 
European HQ is just down the 
road from Charles and Di in 
Highgrove House. 
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17. Electronic Zoo 

(Cirencester) 
MicroProse breakaway 
publisher formed by ex-Prose 
UK MD Stewart Bell in 1989. 

18. 21st Century Entertainment 
(Abingdon) 

Reincarnation of Hewson, a 
doughty independent dating 
back to the days of the ZX8 1 , 
Andrew Hewson began his 
computer career 
writing epics such 
as Hints And Tips 
for the ZX31. 
Hewson made its 
name with the 
Steve Turner 
games SeiMib Attach and 
Lumittack and Andrew 
Braybrook's Farmhold and 
[Iridium, At one point one of the 
country's top software houses, 
Hewson never really recovered 
from Turner and Braybrook's 
defection (as Graftgold) to 
Telecomsoft in 1989 
(Telecomsoft never really 
recovered either - its labels 
were sold to MicroProse not 
long afterwards). Went into 
receivership in March this year, 
only to re-emerge indecently 









quickly as console publisher 21st 
Century Entertainment. 
19. Incentive (Aldermaston) 
Another golden oldie, 
Incentive has been 
producing games which 
rely on their 
technological ptowess 
nee 1982. Work 
nainly centres on 
development and 
enhancement of its 
'Freescape' graphics 
system, which was first 
seen in its embryonic 
form in the action 
adventure Driller. This has 
now grown up to become the 
3D Construction Kit. Leaves the 
packaging, publishing and 
promotion side of the business 
to Domark- 
20. Sierra (Reading) 
Sierra moved in last year, placing 
its European HQ firmly in 
'Silicon Corridor', the strip of 
land next to the M4 much 
populated by hi-tech companies. 
Famous for the Quest series 
created by California-based 
Roberta Williams (see last 
month's world map) and, of 
course, Leisure Suit Larry. 
21. Thalamus (Reading) 
Small (but no doubt 
perfectly formed) 
publisher still shaking 
off us Commodore 




A separate map for 
London appears 
overleaf 
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64-specialist tag. 

22. Commodore UK 

(Maidenhead) 
Originally based in Corby, 
Commodore shed its UK 
assembly plant in 1985 and 
eventually settled in 
Maidenhead. 

23. Atari UK (Slough) 
Opposite the railway station sits 
the (surprisingly small) HQ of 
Atari UK. 

24. Electronic Arts (Lmgley) 
In the US, it's the largest 
software publisher in the UK 

it's taken over US Gold's 
mantle as a 
publisher/distributor 
for many American 
developers, as well 
as EA originals. 
Interplay, 
Interstel, 360 r and 
W the Australian SSG 
1 channel through 
EA in this country- Also 
exclusively publishes 
Bullfrog's tides in Europe- 

25. Empire (Basildon) 

Set up in 1987 by two refugees 
from Robert Maxwell's former 
distribution company, 
Microdealer, the Empire label 
publishes titles mainly 
programmed by Oxford Digital 
Enterprises - Sleeping Cods Lie, 
the CtVLZii soccer licence - and 
also had a hit with the Assembly 
Line's Pipemama. Parent 
company Entertainment 
International handles products 
for French company Titus, 
Disney software and Sulhvan- 
Bluth created animated cartoon 
software. 

27. Bullfrog (Guildford) 
High-profile programming team 
which proved that Populous 
wasn't a lucky one-off with the 
release of Powemcnger and Flood. 
Began life writing Amiga 
databases - mostly because 
founder Pete Molyneux thought 
this was the only way to get a 
free development machine out 
of Commodore. 

27. Ubi Soft (Famham) 
Leading French publisher which 
finally set up its own UK office 
last year. 

28. Mindscape/Origin 

(Scaynes Hill) 
The UK operation for 
Calif ornian Mindscape and 
Texan Origin can be found deep 
in rural Sussex. Also sources 
programs in the UK such as 
Tony Crowther's Giptiw and 
forthcoming Kntghimarc release. 



LONDON 




1. System 3 (Harrow) 
Burst on to the scene with 

International Karate in 1985, then achieved much 
notoriety with cabaret-style publicity to 
accompany Twiner (complete with near-naked 
dancing girls at the PCW show). Retreated into 
respectability by publishing through Activision 
until last year, when it emerged once again as an 
independent. Long a force in the 8-bit market, 
still struggling to find its feet in the 16-bit arena. 

2. Audiogenic (Harrow) 

Has some justifiable claim to be the industry's 
oldest games publisher, Audiogenic has been 
trudging along in one shape or another since 
1981. Has scored some notable successes of late 
with Exterminator, Loop; and Exile. 

3. Virgin Games (Ladbroke Grove) 
Richard Branson's Virgin empire has never 
strayed far from its roots in West London, where 
the original company was established on 
Branson's houseboat in Little Venice. The 
Virgin/Mas tertronic software side of the 
operation is now based in Ladbroke Grove, 
leaving its Notting Hill offices for Sega Europe, 
which recently acquired Virgin's Sega distribution 
division. 

4. The One (Clerkenwell) 

The epicentre of the software industry as we 
know it. The One resides in palatial splendour in 
EMAF Towers. 

5. The Bitmap Brothers (Wapping) 

The Bros have been in Wapping since Xenon days, 
even if they only put it firmly on the map after 
the highly publicised split from Mirrorsoft. 

6. Domark (Putney) 

Former ad execs Dominic Wheatley and Mark 
Strachan founded Domark in 1984 in 
Wimbledon, before moving upmarket to riverside 
Putney in 1988. Close to all amenities, including 
the Samrat Indian 
restaurant, where 
all important 
business decisions 
are made 
(Domark's 
prograrnming 
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Vu team. The Kremlin, 

; _ resides just down the A3, at Addlestone in 
Surrey -hence '6a'). 

7. Accolade (Battersea) 

US publisher which left the safe US Gold haven 
in 1989, and set up tentatively with The Sales 
Curve. Went 
independent earlier 
this year. Recent 
titles have been of 
mixed quality. 

8. Infogrames 
(Battersea) 

One of the biggest French software houses, 
crossed the Channel in 1985 after its game 
Crafion dl Xttnc (better known over here as Get 
Dexter) received critical acclaim. 

9. Probe (Croydon) 

Leading programming house well-known for its 
computer renderings of movie licences (the 
Teenage Mutant Hero Turtles, Back To Ttte Future, 
Terminator). 

10. Mirrorsoft (Southwark) 

As the software arm of Robert Maxwell's far- 
flung publishing empire, Mirrorsoft originally 
operated from the newspaper group's locale just 
off Fleet Street, Moved south of the river in 1989, 
where the company also acts as 
publisher/distributor for wargame specialist PSS, 
and US publishers Spectrum HoloByte and FTL 

11. Magnetic Scrolls (Southwark) 
Leading British exponent of the traditional 
adventure game, now that Level 9 has moved on 
to pastures new. Scored immediate success with 
77ft* ftrwfr in 1985, and latterly Wonderland, where 
it rejected the notion of typed input from the 
keyboard in favour of a windowing system. 

12. Anco (Dartford) 

Home of Kick Off and all its derivatives, Anco is 
actually one of the longer-established software 
houses, trading as Anirog back in the early days of 
the Spectrum. 

13. The Sales Curve (Wandsworth) 

Arcade conversion specialist which has gone from 
strength to strength since it began publishing 
through its own Storm label last year. 
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Who exactly is it that's responsible for all of those Ocean games that 
seem to clog up the top of the charts around Christmas time? Is it some 
games design guru? Some spotty whizz-kid? Well, not exactly... 



Ideal Compilation 



THE MAN BEHIND the development of Ocean's 
games, Gary Bracey has been involved with 
software for so long that he's no longer sure 
when it started. "I know it was in '82," he says, 
"but I'm not sure if it was 1 882 or 1 982." 

Whatever the year, Liverpool-bom Bracey, 
33, first came into contact with gomes when he 
worked os a departmental manager for 
Littlewoods - ond then got even further 
engrossed by opening his own shop in 
Liverpool, Blue Chip Software. He eventually 
joined Ocean in 1 985 as software manoger 
and has since risen to become o director of the 
firm and vice president of its US ami, 

His introduction to Ocean wasn't exoctry plain 
sailing though, as he walked straight into the 
lost week of development of one of the 
company's first forays into the world of big 
name licensing, Knight Rider - a miserable 
effort which has since become infamous in the 
annals of oil-time computer game turkeys. 
This first week was something of a milestone 
in another way however, as Bracey also had to 
rush to London to see an early screening of Top 
Gun, □ film which he was eventually to oring to 
the small screen with rather more success. 

This early viewing of big name movies is now 
one of the Bracey's favourite 'duties', as he not 
only Hies to the US regularly to catch the flicks 
before they make it to this side of the Atlantic, 
but he also gets his hands on scripts of some 
-^»». . films before the/ re even made! 
ll N S *W« call that part of my work 

'icensing, sourcing and 
acquisition," soys Bracey, 
although most would be 
embarrassed to call it 
work at all. 

One licence which Ocean 
' 'sourced and acquired' gives 
iracey a real glow of satisfaction, 
as the game which he and his team developed 
arouna it went on to top the software chorts for 
on incredible seven months - and even when it 
lost that spot, it still spent a further eight in the 
Top 1 0! That game? RoboCop, of course- 
Since then, Bracey has been most pleased 
with the game design for Batman - The Movie 
and least pleased with Total Recall, which he 
describes now as "a major missed opportunity." 
In the near future, he's looking forward to 
RoboCop 3 and a mystery game which he 
promises will be a complete departure for 
Ocean: "We have an exceptional product 
coming out in the new year," he enthuses. "If s 
a totally original and oddictive game unlike 
anything that's been seen before." 
We can but woit. 





SIMEARTH 

Programmed by: Maxis 
Published by: 
Ocean (ahem!) 
Released: 1990 

Is it a game Is it a simv Is it 
(horror!) educational software^ 
Maxis' vast ecological scenario, 
in which you first create and 
then maintain a stable world, 
keeping an eye on the climate, 




vegetation, and geological 
factors, trying to bring your 
animal life to civilised form 
(and then trying to stop them 
from polluting your world out 
of existence) can be 
'played' in a number of ways. 
The engine is based on fames 
Lovelock's Gaia theory, which 
hypothesises that the Earth and 
all lift and natural elements on 
it can be seen as a whole and 
are sclf-rcgulatmg {to cut a 
rather a long story short). 

• "In lerms of long-lerm 
payability, this is one of the 
most absorbing 

pieces of software I have ever 
encountered. 0 

MANIC MINER 
Programmed by: 
Matthew Smith 
Published by: Bug Byte 
(no longer available) 
Released: 1983 
An early platform game which 
bore a certain resemblance to 
the veteran arcade game Miner 
204?er. To the computer owner, 
the gameplay was fresh and 
novel, at a time when the 
market was swamped with 
Spate Invaders, toman and 
Defender clones. The miner 
himself was a minuscule 
pinman. but the game was 
horribly addictive and Smith's 
surreal sense of humour added 
enormously to the enjoyment. 

• ''This was the fust game that 
ever truly had me hooked! In 
lerms of pure payability, it 




would still stand its ground 
today." 

F-29 RETAUATOR 
Programmed by: Digitol 
Image Design 
Published by: (would you 
believe?) Ocean 
Released: 1990 
The F-29 and Lockheed F-22 
Advanced Tactical Fighter arc 
put to the computer test. Solid 
vector graphics with a smooth 
almost airbrushed look and 
nearly 100 possible missions in 
total ranging from test flights 
over Arizona to military 
scenarios in the Middle East. 
Pacific and Europe. Fast 
animation 
and choice 
of controls 
(keyboard, 
joystick or 
mouse) 
makef-2? 
easier for 
non-aviatio 
addicts W 
get into than other, weightier 
simulations. 

• 'The fastest and, in my 
opinion, most easily accessible 
fbght sim. The PC version was 
certainly the best, with the 
'head to head' link option, 
enhancing an already incredibly 
playable game.' 

VALHALLA 

Programmed by: John 
Peel/Legend Software 
Published by: Legend 
Software (no longer 
ovailable) 
Roleosed; 1983 
One of the first graphic 
adventures, boasting characters 
which acted pseudit- 
indcpcndently - although they 
mostly appeared on-screen 
without much apparent 
purpose, then exited screen 
right a few moments later. Set 
in the world of Noise myths, 
with six special objects to be 
found and plenty of on-screen 
fights, Valhalla had players all 
over the country scratching 
their heads - a stalwart of 
prototype 'Contacts' columns 
everywhere. 

• '1 never did complete it!" 



THE ZORK TRILOGY 
Programmed by: Dave 
Lebling and Mart Blank 
Published by: Infocom 
(now available as 
Infocom from 
Mast en rank) 
Released: 1980 82 
For text-only adventures which 
were still produced in that 
format when everyone else was 
including multi-coloured 
graphics. Infocom'5 Zorfr games 
attracted a mass of die-hard 
fans for the sophisticated 
parsing, narrative style and 
fiendish, imaginative plots. Any 
adventurer worthy of the name 
■■i ill lends to go all misty-eyed 
when 

reminded of 
the Wizard of 
Frozbozz. 
• "Probably 
the most 
atmosphenc 
adventures 
ever released. 
These games 
would keep me busy for an 
hour or two!' 

PGA TOUR GOLF 
Programmed by: Sterling 
Silver Software 
Published by; Ele<tronk 
Arts 

Released: 1990 

The latest, and one of the most 
highly-acclaimed golf 
simulations, features four 
real-life courses (TPC 
Avenel, PGA West, 
Sterling Shores 
and Sawgrass) 
loads of 
statistics on 
your prowess 
and progress, a 
tournament 
mode and 
authentic golfing 
factors to take 
into consideration 
(wind speed, rough, 
bunkers, water hazards 
and so on). It's a comprehensive 
simulation with excellent 
graphics to boot. 
• "My current Favourite. Again, 
ihcie's endless variety in that 
no two games (or rounds) are 
ever the same.' 
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moonstone 



so cncrci> Fan 
-qeauDie'! 



V 



I 



Moonstone - a remarkable combination of fast, aggressive combat action and 
subtle role-play set in a fantasy world, that uniquely challenges your brain and 
your reflexes - while covering you in gore. 

Oh, by the way, if the sight of so much blood upsets you, don't worry. The 
blood is an option! 

Moonstone features nearly 1 ,000 frames of incredible animation in 2 
Megabytes of monsters and creatures, over 60 beautifully painted backdrops 
and detailed scenery. Sound effects are high quality digital samples and 
includes a full musical score and stunning full screen animated introductory 
and game complete sequences. 




MoonMone contains Kewi ol Urong graphir •mogery mth particular 
rrabjm. Although thru Ktnet are optional, lha product h, voluntarily 
rated 12 ParentolGuiaana is inonintended tor younger ptayfi, 
however thnnnoto legal requirement 



6JI 9 W Minduape international limited. AH rights reserved. MoonMone a a 
tradtrnoii of MindiiapelnternutitwKil limited Written by Hob Andenon. 




MINDSCAPE 



For your local dealer, contact: Mindscape International Ltd, The Coach House, Hooklands Eslate, ScaynesHill, West Sussex RHI 7 7NC. Tel: 0444 831 761 



Amiga 
Repairs 



If something is wrong with your Amiga 
500 or C64, who better to turn to than 
The National Repair Centre. 

For all repairs to your computer, one low 
payment covers diagnosis, repair 
(including parts and labour) and delivery 
back to you. 

The experience and expertise of our 
technicians ensures that your computer is 
repaired to a high standard at a low cost. 
And most repairs will be earned out 
within 12 working days! 

To schedule a repair, simply call Michelle 
or Julie on 0733 391234. 

Please be ready to give your name, 
address, computer type, serial number 
and the type of fault. 

The cost is £57.45 for an Amiga 500 
and £47.45 for a C64. Payment can be 
made by cheque, postal order or credit 
card. 




THE 
NATIONAL 
REPAIR CENTRE 

0733 391234 

FMG House 
Newcombe Way, Orton Southgate 
Peterborough PE2 0SF 



£57.45 
COVERS 

ANY 
REPAIRS 



THE 
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Often copied, but never equalled, our 
unique review format is desisned to 
provide you with all the information 
you'll need to make a wise purchase. The 
Sames are left mostly to speak for 
themselves, with the minimum of fuss and the 
maximum of graphic detail. Only relevant 
screenshots are used, while the ratings, price 
and release date are all there at your 
fingertips. And now, the breakdown.-. 




RAPHICS 

Not necessarily a measure of how colourful or 
well drawn they are. but how well they are used. 



SOUND 

Once again, this isn't a reflection of 
quantity or quality, but of how well it fits in. 



DURABILITY 

. A reflection of lasting interest - how much game 
- you get for your cash. 



PLACABILITY 

The big one - how does the game feel - 
addictive or just uninteresting? 

OVERALL 

A useful point of reference - a summary of the 
preceding ratings. 
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WHAT'S TICKLING THE TEAM? 

Oops! Sneaky Pro got his mugshot in twice last month, and 
our Bri was a bit upset at hawing his pic missed out. Never 
mind, he's been reinstated this month. 



GIARAN BRENNAN 

It's typical Isn't It? There 
you are, rushing to meet 
deadlines, and trying to 
get to the review 
I machines and you can't, 
why? Because the Ed's 
playing wild Whecb 
that's why! 

LAURENCE SCOTFORD 

Laurence has been making an ass 
of himself this month, rehearsing as 
Bottom in A Midsummer Night's 
Dream, but he's also been getting 
his kicks from Que 
on the Game Boy 
and Lotus Turbo 
Challenge 2 on the 
good old Amiga, 

PAUL PRESLEY 

Our Prez was right taken with EA's 
Zone Warrior. In fact he was so 
taken with it that we had to prise 
him away from the machine.We 
finally persuaded him to put the 
joystick down, but he came away 
mumbling things 





like "Make my day alien scum" and 
"I'll be back!" 

JOOLS WATSHAM 

Being a disgruntled commuter (all 
the way from Colchester!), Jools 
has always maintained that he 
could do a better job than the 
idiots who run British Rail, and this 
^■■■■■■■■■i month he's had an 
B^Hj opportunity to put 

■ i his money where 
l his mouth Is with 

I Railroad Tycoon, I 
I don't know, grown 
i^MRBK^i ups playing with 
train sets. Tsk! Tsk! 

BRIAN NESBITT 

When he finally stopped sulking 
about Prez's picture going In his 
space, Brian took his 
aggression out on 
Audiogenic's World 
Class Rugby, and 
obliterated a joystick 
in the process - 
doesn't know his own 
strength (or his own address 
to think of it!). 
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RISE OF THE DRAGON 

amix 




MiG 89 SUPER FULCRUM 

Domark 




Rise Of The Dragon 
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KING'S QUEST V 

Sierra 

BIG BUSINESS 

Magic Bytes 



ALIEN BREED 

Team 1 7 



SILENT SERVICE 

MicroProse 



LOTUS TURBO 
CHALLENGE S 

Gremlin 



ZONE WARRIOR 

Electronic Arts 



WORLD CLASS RUGBY 

Audiogenic 



MiG 29 




Alien Breed 
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Silent Service 




World Class Rugby 



WILD WHEELS 

Ocean 



FINAL FIGHT 

US Gold 
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REVIEW 



When a city has to be saved from itself, there's only one man for the 
job. Dynamix invites you to a future like you've never seen before. 




1 MEG ONLY 

RISE OF 
THE 
DRAGON 

DYNAMIX 
PRICE 

£34.99 



OUT 

NOW 

GRAPHICS 



SOUND 



DURABILITY 



PLAYABILITY 



OVERALL 




IT'S THE NEAR FUTURE and Los Angeles has a problem. A series 
of bizarre drug overdoses has hit the city - once dead, the victim's 
skin turns scaly and the whole body takes on a more lizard-like 
appearance. Unknown to the public, there is an ancient prophecy to 
be fulfilled. An ancient beast, known as The Dragon, is set to rise and 
take power over the city, with the aid of a religious cult and its drug- 
dealing activities. 

To gain enough strength, The Dragon needs to feed on the souls of 
the victims, the latest of which was the mayor's daughter. Enter 
William 'Blade' Hunter, private eye, hired to investigate the murder. 
Welcome to the future. 

UNFORTUNATELY, 
it has a rather nasty 
side effect , After 
death, the victim's 
hody takes on the 
appearance ol a 
Uza 



THERE'S A NEW KIND OF DRUG in 
town. Easy to take, it's merely a matter of 
attaching a small white packet to the base 
of vour neck... 




NO PROBLEM for 
Deng Hwang, 
criminal 
mastermind and 
leader of a 
religious cult, bent 
on the resurrection 
of an ancient beast 
to rule the world. 





■ IHI OiSJI < >< TO BE R I I 



IN TRUE RAYMOND 
CHANDLER FASHION, (he 
Pi's home it ' miserable affair. 
Dirty, cramped and stuffy, the 
only signs of luxury are the 
vid-phone in ihc corner and 
the gun under the pillow. 



KARYN IS NOT A HAPPY 
LADY. After missing your 
romantic rendezvous last 
night, you'll be lucky if she'll 
ever help you again. 
Unfortunate really, because 
she works in the Bureau of 
Records and can access all 
sort* of information. 




YOUR 
INVESTIGATIONS 
take you all over 
the cily, making 
the Em-Way the 
most preferred 
choice of travel. 
The map shows a 
the current 
locations that arc 
relevant 10 the 
story, with more 
being added as you 
find them. 
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1. My name's Plade... and I'm always looking for- a 
good time. 

2. Not with you... 

5. SQWVCte Bet -fun. Condi, but I'm here on business. 



WHERE DO ALL GOOD INFORMANTS HANG OUTi Down a! ihe local !'!. .. «ui . 
Dome of course. Then* arc all manner of colourful characters at the bar. not all of which 
arc as they first appear. 

YOUR 

BELONGINGS ARE 
SAFEST when 
carried about your 
person. To use a 
particular item just 
drag il from the 
main screen or the 
inventory, situated 
to the right of the 
picture. 




To keep the story flawing, you occasionally have to sit back and 
watch a 'Meanwhile...' scene. This shows relevant action from 
elsewhere, such as the bad guys discussing their plans. 



NOT SURPRISINGLY, IT'S THE 
GRAPHICS that first grab you. Rise 
Of The Dragon has probably some 
of the most detailed artwork yet 
seen in an adventure (better even 
than King's Quest V, see page 66). 
The Blade Runner influence is 
evident throughout (apart, even, 
from the main character's name), 
with dark and moody streets and 
neon-tit signs everywhere - and it 
makes for a very believable 
setting. The story is pretty standard 'save 
the world' stuff, but even here there are 
some nice twists and turns, especially 
with the multiple endings - do you save 
the city or your girlfriend? The new 
system works _ , 

Very 
entertaining 
futuristic tale, 
with plenty of 
challenge 



fairly well, 
although it 
can be a little 
limiting at 
times. Once 



THE INHABITANTS OF LOS ANGELES are a mixed bunch, the 
most bizarre of which is an ancient Oriental gentleman who 
seems to know more about you and your case than you do. 



youve 
mastered the 
right and left 
mouse button differences, at no time do 
you find yourself struggling to work out 
which command does what, as the brain- 
taxing has been left for the plot. There are 
a couple of slightly awkward moments, 
handing your gun over to the check-in girl 
at the nightclub for Instance - and 
retrieving it afterwards is somewhat 
confusing. But for the most part it's the 
puzzles that keep you guessing: put a lot 
of thought into what you're doing (and be 
prepared to apply some lateral 'American' 
thinking) and you'll get a lot in return, 
You'll also find yourself whizzing through 
it which puts a question mark over the 
price - there's a lot in Rise Of The Dragon, 
but thirty-five quid's worth? I'd say yes, 
mainly because it offers a kind of quality 
that's missing from most home-grown 
products. It's not quite as big as The 
Secret Of Monkey Island, but then neither 
is it as easy - which makes rather a nice 
balance really. 



Paul Presley 
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THE ULTIMATE TELEPHONE r1 
ADVENTURE GAME 




IAN LIVINGSTONE'S 



5TEVE JACKSON'S 



WARofWIZARDS 




A CAME 
OF 
SPELL 
COMBAT 




GREAT 
PRIZES 



GLADIATORS^ROMAN EMPIRE 




LIVE 
COMBAT 
IN 

ANCIENT 
ROME 




£100 

WEEKLY 
PRIZE 



0898 10 10 66 



0898 800 891 



Calls are more eipeniive than ntilinary telephone calls and should onry bp made with the pcimisMin ol the letcphone subscnbet Calls tost 36p pei minute cheap and 4Bp pei minute all other times Harrow. MldiDesei HA7 1M 
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MIG 29M 
SUPER 
FULCRUM 

DOMARK 
PRICE 

£39.99 

OUT 

OCTOBER 

GRAPHICS 



SOUND 



DURABILITY 



PLAYABILITY 





OVERALL 



interlude la observe the marvel of modern MIG engineering fly 
It's a moment worth savouring ~ Super Fulcrum's in-game 
■Jon sequences are few and far between. 



THE MAP. ACCESSED 
ONLY AT THE 
BEGINNING of the 
campaign and during 

ill tirii-lin.1 ki livi.-n 




BEFORE FLYING OFF into the wide blue 
yonder there's time for a quick stop on 
the options screen. As in Do mark's 
original MiG simulator there's no 
individual weapon selection: a lethal 
cocktail of air-to-air and air-to-ground 
missiles plus cannon and chaff is standard 
equipment. Those with a specific 
preference for one type of warfare do 
have the choice lo opt exclusively for air 
or ground attack missiles - it depends on 
the mission and the kind of battles you 
prefer to fight. 



HOT ON THE HEELS of its simulation of the 
Eastern bloc's most closely-guarded 
aeronautic secret, Domark is about to do it 
again. This time the object of developer Simis' 
attention is the MiG 29M Super Fulcrum, top secret 
successor to the MiG 29 and a machine which no 
Western expert has as yet clapped eyes on. 

According to information apparently gained from 
Simis' connections in the trade, the new updated 
MiG features 'fly by wire' technology, enhanced 
engine power and, thanks to a few new elements 
of body design, superior aerodynamics and even 
greater manoeuvrability. 

But it's not just the plane that's changed. Second 
MiG around, Simis has scrapped the original 



mission-based design in favour of an overall 
campaign scenario. No more amassing points and 
gradually acquiring experience: this time it's all-out 
war. 

What's getting the world all hot and sticky under 
the collar is an unnamed South American country, 
unexpectedly invaded by an aggressive neighbour. 
As a member of an international peace-keeping 
force it's your job to uphold the public trust by 
landing on and liberating six strategically placed 
airfields held by the enemy. It's a question of 
international honour: can you weave your way 
through air and ground defences to uphold the 
rule of international law? Or will you just crash and 
land in the mud? 




IT TAKES BETWEEN 30 to 45 minutes to fly from one side of 
the campaign map to the other and uses more th.ui .1 single tank 
of fuel. That is one more reason to capture the enemy airfields - 
they're the only places you can find more juice. Note that the 
cockpit has been completely redesigned, with enhanced HUD 
and fully modernised layout, in line with anticipated alterations 
to the latest MiG'* Instrument array. 



ADMIRE THE 
SCENERY ai you 
fly by. The ground 
is dotted with 
rivers, railways 
buildings, tanks and 
landscape features. 
If you stick around 
after you've 
knocked out a 
strategic bridge, 
you'll even be able 
to see lorries 
returning to the site 
(o rebuild i(. 





OUT HERE YOU'RE NEVER 
ALONE. When you're not being 
bombarded with surface-to-air 
missiles from enemy installations 
on the ground, you're more than 
likely to encounter the odd 
opponent in flight. Though this is 
essentially a ground-based mission 
there are plenty of hostile F-I8s 
and gunship helicopters about. And 
if head to head confrontation is the 
kind of fight you like best all you 
need U a friend and a dataluik and 
hours of unadulterated dogfighting 
pleasure are yours 



IN TERMS OF AIRCRAFT 
MANOEUVRABILITY and the relative 
complexity of the overall mission, 
MiG 29M Super Fulcrum is a definite 
step up from its predecessor. It's 
obvious that a lot of thought has 
gone into providing a genuinely 
different flying experience and 
using the campaign system to 
improve the long-term lastability of 
the game. The complexity of the 
landscape too has been improved - 
it still doesn't create the kind of visual 
feast you'd get, say, from MicroProse's 
F-19 Stealth Fighter, but there's definitely 
a lot more to look at, observe and admire, 
particularly the fractal landscape features 
which create a more realistic feeling of 
movement. 

A worthy 
successor to an 



extraordinary 
game 



The sound 
too, which 
consists 
mainly of 
excellent 
engine 
noises plus 

one or two melodic tunes are definitely 
atmospheric. In-game presentation, one of 
the original MiG's primary shortcomings, 
has been boosted too. There's now a 
proper weapon selection screen, a whole 
army of jazzed-up menus and plenty of 
digitised pictures to break up the action. 
It's still not up to the high standards set 
by Super Fulcrum's competitors: there's no 
training mode or auto-pilot and none of 
the opportunities to specify the quality of 
your opponents or make life easier by 
giving yourself unlimited weapons or fuel. 
Even the campaign map, for example, can 
only be accessed mid-mission if the plane 
happens to be landed at an airfield. This 
means that despite the outstanding 
technical accuracy, MiG 29M probably 
won't appeal to quite as broad an 
audience as other more comprehensive 
sims (Flight Of The Intruder, tor example). 
However, the fact remains that - apart 
from its predecessor - there's nothing else 
quite like it: it's nice to see a politically 
neutral flight sim for once and if you're 
after a technically impressive flying 
experience Soviet-style, MiG 29M is hard 
to beat. 



Kati Hamza 



THANKS TO A NEW 
streamlined cockpit plus 
redesigned wings and tail 
fins, the new MiG 29 is 
now mare manoeuvrable 
than ever before. This 
provides the perfect 
opportunity to practise 
mid-air sweeps, dives 
and turns. But watch out: 
too much enthusiasm 
may lead to temporary 
"grey-oul", followed by 
even more serious 
blackout. 





Silent Service II will be surfacing at all good software stores for 



Run Deep. 
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Being in the American "Silent Service" of World 
War II was to pursue a career filled with action, 
danger and glory. All alone, deep inside enemy 
territory, submarine captains stalked and attacked 

the Japanese Pacif ic licet, the world's most 
successful nat>y. Over four years, the brave men of 
the Silent Sendee heroically strangled Japan's 
maritime economy and destroyed her shipping. 

I he Pacific war was won from beneath the waves. 

Silent Service won critical and popular acclaim as 
the era's definitive simulation when ii was 
released in 1985. Now the all-new Silent Service 
II picks up where its predecessor left off, using 
advances in computer technology to give you 
even greater realism and atmosphere. With 
enhanced, digitised graphics, state-of-the-art 
sounds and thrilling new game options - 
including a 'War Career' option to fight the entire 
South Pacific campaign- Silent Service II is an 
historically accurate simulation of the WWII 
submariner's decisions, fears and triumphs. 



MicroProse Simulation Software is available from all good software stores, 
however should you experience difficulty in obtaining any ol our titles they can 
be ordered directly from us at MicroProse Lid. Unit 1, Hampton Road Industrial 
Estate, Tetbury, Glos. GL8 8DA. Tel: 0666 504 326. 




PROSE 



TM 



SIMULA TION 



SOFTWARE 



ore Amiga, Atari ST and IBM PC and Compatibles 
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Sugar and spice and all things nice, that's what little girls, Roberta 
Williams and the latest in the King's Quest series are made of. 




KING'S 
QUEST V 

SIERRA ON-LINE 
PRICE 

£39.99 

OUT 

NOW 



GRAPHICS 



SOUND 



DURABILITY 
PLAY ABILITY 



OVERALL 

90% 



I FYOU GO DOWN TO the 
I woods today, you're in for a 
I big surprise. At least you are 
if you happen to be the good 
King Graham of Daventry. 
While out on one of his 
morning constitutionals, an evil 
wizard by the name of 
Mordack saw fit to kidnap 
Graham's castle, with all of its 
contents, magically whisking it 
away to the far off land of 
Serenia. 

Fortunately, this bothersome 
event was witnessed by one 
Cedric Owl, companion to 
Serenia's local good wizard, 
who informs Graham of what 
took place before flying him, 
once again magically, to his 
master's home. 

Graham's task is to find out 
where his home is, why it was 
taken and whether or not his 
family are all right. All without 
the help of a chainsaw - 1 don't 
know, these modern heroes... 



GRAHAM BEGINS HIS QUEST 
outside the good wizard's modest 
home. Having helped up till now, 
Cedric decides to join Graham, offering 
advice and assistance when and 
wherever possible. 







HELPING GRAHAM WITH HIS ENQUIRIES, Cedric the owl relates the gruesome 
scene before offering his help in the good king's task. A handful of magic dust should 
do the trick. 





THERE'S MACIC ABOUND IN SERENIA, in many different guises. Weird 
contraptions are everywhere, all of which serve some sort of purpose. What possible 
use could this crystal hall have, for example* 




THE TOWN OF SERENIA is. as its name implies, a peaceful 
place, full of happy, shining people of all description. The 
local shops include a tinker, a tailor and a shoe salesman. 



THE LAND OF SERENIA isn't all forests, towns and countryside. Beyond a haunted 
forest lies a world of snow and ice. Rumours have it that there is a Yeti around these 
parts. Be*! take care... 
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THE ISLAND OF THE HARPIES is a strange place. Harpies arc a cross between bird 
and man and love to get up lo all sorts of mischief, preferably with Graham as (heir 
target. 




1 SUPPOSE THE MOST important 
question that has to be asked is 
whether it's worth the money or 
not. Forty pounds is a lot to ask for 
any game, so you'd expect the 
product to be something pretty 
special, doubly so when you 
consider King's Quest V comes 
straight from those American 
giants, Sierra On-Line. Well, it 
certainly doesn't look like anything 
that's come before - the graphics 
and sound are nothing short of incredible. 
Of course, that usually means the game 
itself suffers, but not so here. The only 
problem n 

Promising new 
look for the 



Sierra range, 
but aimed at a 
younger 
audience 



THE CREATURES OF SERENIA ARE A VICIOUS BUNCH, jus 
of thi» bird's cue. 



IT S NOT ALL 
SWEETNESS AND 
LIGHT in Graham's 
world. In fact the 
nearby desert is 
home lo all manner 
ol nastincss. from 
bloodthirsty 
bandits to creepy 
old temples. 



ok at the size 



that the 
story has is 
its 'fairy 
tale' feel - 
not 

everyone 
is going to 
be turned 
on by 

magic owls and fairies at the bottom of 
the garden. Plotwise, it's pretty intelligent 
and the puzzle logic is well-balanced, 
allowing experienced adventurers to have 
a run for their money, while not putting 
the younger player off. The new system 
works fine, managing to incorporate all of 
the features of previous Sierra titles 
without losing the flow of the game. But 
is it worth the money? Yes and no, really. 
Yes, in that technically it's the best 
adventure to be seen on the Amiga since 
The Secret Of Monkey Island, and no, 
unless the previous King's Quest stories 
appealed to your taste. It does promise a 
bright future for Sierra though and will 
greatly reward anyone who gets stuck in. 



Paul Presley 
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It's dog eat dog in the cut-throat world of high finance, and only a 
special kind of businessman has what it takes to survive. Unfortunately, 
he's your opponent. 



BIG 
BUSINESS 

Magic Bytes 
PRICE 

£25.99 

OUT 

NOW 



GRAPHICS 



DURABILITY 





THE BIGGER THEY ARE, the harder they fall. 
That's the motto that's seen you in good stead 
through all these years in the big, bad world 
of business. Now you'll need it more than ever, as 
you've just been offered a job as head of a large 
conglomerate, producing the very finest computer 
software/nuclear bombs/coffee (the choice is yours). 

Your five partners in crime are Jane Dough, Fred 
Wedbetter, Percy LaFleur, Dr. Donald Density and 
Jim Slick - and all six of you are ready to take on 
your two nearest rivals in an attempt to bury them 
into the ground. 




JIM SCRIVEN' 
SLICK is your sales 
and advertising 
manager, Ihc man 
who. al the end of 
the day, pays your 
wages. From his 
barsidc office you 
can also hire people 
(o spy on or 
sabotage your 
opponents 




JANE DOUGH is your chief financial 
officer, in charge of all your assets and 
shortcomings. From within Jane's safe you 
can arrange or repay a loan, check your 
current profit margin or see your balance 
statement. You can also have (sorry, 
watch) a game of Pac-Mttn on her IT.. 



THE 
BOARDROOM is 
where all the 
important decisions 
are made, from 
what product you 
manufacture to 
what colour 
envelopes you use. 
From here you can 
access the five 
areas of your 
business, M 
represented by (he 
five people sitting 
around the table. 




YOUR RESEARCH &l DEVELOPMENT department is manned by 
Dr. Donald Density, a mild-mannered geck and fourth-dan black 
belt karate champion. R&D is where your new product designs 
are born, making production runs both quicker and cheaper. You 
can also annoy his pet rat with the handily placed laser. 

connuDi i its hxciidiiht 




PERCY LAFLEUR 
is your production 
manager (and part- 
time ballet dancer). 
He's responsible 
for the production 
lines in your 
factories and for 
making sure the 
goods are made on 
time. 



MARKET 



PL ft YEP. -3 



FRED WEDBETTER is your main 
Purchasing Agent, in charge of buying and 
selling the raw materials you need to 
produce your goods. 



BUYER $35, 984, 006 



UNITS TRANSFERRED: 12 



ONCE YOU'VE MADE ALL OF your boardroom decisions, it's off to the Commodities 
Exchange to buy or sell Ihc raw materials needed to make your goods. By raising or 
lowering your price, you can successfully negotiate a reasonable price with rithcr the 
market or your opponents. 



B I HI < i nj I M r I I Mill K I 't*i I 




PLAYER- 1 
4 92,006 



PLAYER -Z 

■732, sea 



PLAYER- 3 
903,916 



WHEN THE FUN AND GAMES of the Commodities 
Market is over, it's lime to see how well you did this 
quarter (or round). It's pretty satisfying lo Sec your 
bar extend higher than thv others. 



DON'T DIVE INTO BIG BUSINESS expecting something along 
the lines of a Wall Street Stock Market Simulator or 
anything like that. Endless number crunching and the sort 
of data that make tax inspectors go weak at the knees are 
definitely out. The emphasis is on fun not figures (apart 
from the secretary's). In fact, this game's limitations are, in 
one sense, its saving grace. Magic 
Bytes could quite easily have gone 
overboard with menus, statistics 
and operations, but has instead 
decided to limit your workload and 
add to the humour. This doesn't 
mean things aren't challenging, quite the 
opposite. It'll take at least six or seven 
months (game time not real time) to start 
making a profit (unless your name's 
Richard Branson), but once you do the 
game turns into a seething mass of deceit 
double-dealings and double-crosses. The 
multi-player option is particularly welcome, as playing against a 
human swindler is preferable to taking on an automated one any 
day (especially since you can't punch a computer in the mouth 
when it stitches you up). Big Business is definitely not the type of 
product that will appeal to everyone, although even for 
managerial trainees it's simple to get to grips with. What you can 
expect is a few, solid hours of entertainment at a time, not a quick 
blast between meals. 



Paul Presley 



A strangely 
engrossing 
simulation 
that doesn't 
require a 
business 
degree to 
understand 



Ln&tt BETTER, 



ADVANCED COMPUTER ENTERTAINMENT 



NEW AND 

IMPROVED 



From October the 8th, ACE is boldly going where no magazine has 

gone before, burstng with 6 PAGE REVIEWS, NEWS, 



PREVIEWS, INTERVIEWS 
AND HOW DO YOU DO S 



ADVANCED COMPUTER ENTERTAINMENT 



ALL PRICES INCLUDE VAT, COURIER DELIVERY 




AMIGA GALACTIC PACKS 



GALACTIC PACK I 

• AMIGA ASM COMPUTER 

• WICKED 50 GAMES PACK 
SO great games to get you going! 

• QUICKSHOT TURBO MICRQ5YVITCHED JOYSTICK 

• HIGH QUALITY MOUSE PAD 

• TAILOR MADE DUST COVER 

£329.99 

ALL OUR AMI OAS COME WITH THE 
FOLLOWING AS STANDARD 

• 2 YEAR GUARANTEE 

- 1 mb DISK DRIVE 
•TV MODULATOR 

• 4096 COLOURS 
•SPEECH SYNTHESIS 

- AMIGA BASIC 

• DIGITAL STEREO SOUND 

• MOUSE 

• CONNECTING CABLE 

• USER MANUALS 
•WORKBENCH 13 

• NOTEPAD WORDPROCFSSOR 



GALACTIC PACK II 

• AMIGA A500 COMPUTER 

• CARTOON CLASSICS 

Bort Simpson vs The Space Mutonl 
Lemmings • Coploin Planet 
De Luxe Paint III 

• OFFICIAL A500 V? MEG UPGRADE 

• ADDICTIVE HITS 

Rainbow Island • New Zealand Story 
Bubble Bobble 

• WICKED 50 GAMES PACK 

50 great games to get you going! 

• QUICKSHOT TURBO MICROSWITCHED 

JOYSTICK 

• HIGH QUALITY MOUSE PAD 

• TAILOR MADE DUST COVER 

£399.99 



STEREO COLOUR MONITORS 

PHILLIPS B833/MK2 CBM 1084S 

£249.95* £269.95* 

•Free F19 Stealth Fighter 'Free Silent Service II 



COMPLETE PERIPHERAL PACKS 



PACK 1 

PROTAR 512K RAM Upgrade with clock* 40 
(opacity linkable disk box-20 3.5" DS/DD 
disks with labels ■ 3.5" disk drive cleaner kil 

all for just £39.95 



PACK 2 

PC 8808 intelligent disk drive ■ Prolar 51 2K RAM upgrade 
with dock • 40 capacity lodcoble disk bo* • 20 35" DS/DD 
disks with labels * 35" disk drive cleaner kit 

all for just £99.95 



CONSOLE CORNER 

AIL PRICES INCLUDE COURIER DELIVERY & 2 YEAR GUARANTEE 
CONSOLE SYSTEMS COLOUR PORTABLES 

Sega Master System £59.95 Atori Lynx. £84,95 

Sega Mosler System Plus 179.95 Sega Game gear £99.95 

Sega Megodrive £129.95 

We start a wide range al loftware and peripherals lor all of the above ring (or details 




0 




tompuiers 




• 9 * 

PLUS A COMPREHENSIVE 2 YEAR GUARANTEE! * 

ORDERING 
MADE EASY. 



LC-20 MONO 9 pin Del Molru, 180/45 cps. 

£149.95 

LC-200 COLOUR 9 pin Dot Matrix. 185/45 cps. 

£214.95 

LC 24/200 MONO 9 pin Dot Matrix, 1 80/45 cps. 

£259.95 

LC-24/200 COLOUR 24 Pin Dot Matrix, 220/55 cps) 

£309.95 



CITIZEN 
PREMIER SUPER DEALER 

120D+ MONO 9 pin Dot Matrix, 120/25 (ps. 

£149.95 

SWIFT COLOUR 9 pin Dot Matrix, 160/40 cps. 

£214.95 

124D MONO 9 pin Dot Matrix, 144/48 cps. 

£209.95 

SWIFT 24 COLOUR 24 Pin Dot Matrix, 160/50 tps. 

£319.95 



PRINTER STARTER PACK 

UNIVERSAL PRINTER STAND • QUALITY DUST COVER • 200 SHEETS OF PAPER 
All for only £9.95 



AUTHORISED PROTAR STOCKISTS 

THE VERY BEST IN PERIPHERAL ADD-ONS 
PROTAR 512K UPGRADE WITH CLOCK 

Features compact 4 chip design, on/off switch £29.95 

PROTAR VISTO' COLOUR MONITOR 

Identical to Phillips 8833 MKII £248.00 

PROTAR A500 HARD DRIVES 
Features 8mb internal RAM expansion facility 
A500 HD - 20 meg...£279.95 A500 HD - 30 meg .£349.95 

A500 HD-50 meg £429.95 

Configurations available up to 160 mag - please toll for details 



POWER DISK DRIVE STARTER PACK 

New PC8808 intelligent disk drive featuring: Blitz Hardware, Virus Hardware, Anti-dick, Thru-port, 
Isolating Switch - Ten 3.5" DS/DD disks with labels ■ 40 capacity lockable disk box ■ 3.5" disk drive 
cleoner kit 

£69.95 



Only 



BY PHONE -—v 

Simply coll our Head Office quoting your Access/Visa number on 
0234 218060 (5 lines) 

■ BY CALLING PERSONALLY 

9 0 Simply call into your nearest FutureWorld store where our fully 

fQ trained personnel will be more than happy to deal with your 

a requirements 

5 BY POST 

Make cheques, Building Society droits or Postal Orders payable 

H FUTUREWORLD COMPUTERS LTD 
UNITS 25-27 SERGEANTS WAY 
ELMS INDUSTRIAL ESTATE 
BEDFORD MK410EH 
Please write cheque guarantee card number on reverse of cheque lo ensure 
somo day clearance 

REMEMBER 

Ipj^^ ALL PRICES INCLUSIVE OF VAT & COURIER DELIVERY 
FINANCE 

Finance available lo suit your specific needs. Written details on request. 
Instant credit is available in all FutureWorld stores. 
PREMIER GOLD CARD 

• 7 day money back guarantee if not completely satisfied 

• 30 day exchange for new policy should o fault occur 

■ 2 year guarantee giving free collection and delivery service should a fault 
occur 

• Exclusive Premier Gold Card with Personol Membership Number entitling 
you to special offers 

• All this for only £19.95 per item purchased 
? YEAR GUARANTEE 

for the whole guarantee period, worronty service will be completely free of 
chorge 

TECHNICAL SUPPORT/ON SITE ENGINEERS 

Being authorised service centres for AMSTRAD, COMMODORE & STAR, we 

are equipped to deal with the majority of queries 

FULLY COMPUTERISED ORDERING SYSTEM 

This enables our telesoles staff to provide up-lo-the-minute slock 

information coupled with efficient dispatch 

FULL TESTING PROCEDURE 

All computer hardware is tested prior lo dispatch mainlaining our motlo: 




NEAREST ^^m^jj^/l STORE 
BEDFORD 

70 High Street Bedford Telephone 0234 21 7070 

NORTHAMPTON 

1-7 College Street Northampton Tel: 0604 33996 

WELWYN GARDEN CITY 

16 Church Road Welwyn Gdn City Tel: 0707 390029 




i 





Football Masters is the very latest Multi-Manager Football Simulator for 1 6 
bit computers. After 4 years of development we are proud to announce the 
release of the most comprehensive football management game ever. It's 
waiting to test your skills right now! Features Include: - 

Multi Manager game lor 1 lo 4 Players. Three levels of difficulty. 

Match highlights minute by minute, make substitutions or team changes at any lime. Live 
injuries, yellow/red cards and named goalscorers. 1MB version has extra Graphics, 
animations and realistic digitised sounds. (An option can turn this feature olf). 

Full UK and European Cup itinerary. Includes FA, League, Zenith Data, Lcyland Daf, 
European, Cup Winners and UEFA Cups. All cup match rules have been made as accurate 
as possible. Two Leg Ties. Extra Time, Away Goal Rule, Seeded Draws. Byes, etc. 

All 4 league divisions with play offs and league expulsion. 

Real Initial, surname, league career records, height aixl age entered for all players as at 
the start ol the 91/92 Season. Five skill ratings per player, separate live lor goalkeepers. 
Plus 15 other special attributes like Captain, Super Subs & Mobility. 

A lively and real-lime transfer market, with an approach facility, negotiate wages and 
contracts. Plus loans, free transfers and trainees. Unique and simple training system lo 
improve player skills. 

High quality printer facilities lo list all the vital information. Masses of historical statistics 
on past games, players and manager. Quick game data load and save 

All screens updated quickly and displayed in a pleasant format, which Is easy to use and 
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty of 
diagrams. A separate Editor is available to change saved/initial details. 

There arc many, many other little things llial make this game the most addictive and 
accurate interpretation of a Football Managers season. It would be impossible to list all the 
features In this advert but we assure you that this is the best. We have thousands of satisfied 
customers from our previous edition of this game, many are still playing it 1 8 months after 
purchase. See the order form below for details on how lo order this incredible game. 
Available for all Atari STs and Amiga's PC version coming soon. 




K8ISTLINC MASTERS] 



An amazing graphical strategic simulator Dial's lun for all the family. 0, 1 
or 2 players on keyboard, mouse or |oysttck. Pick your moves from the 
selection available and watch your animated warrior battle it out. Watch 
the energy bar indicators and plan your moves. 

You can edit your very own new wrestler or amend a wrestler already 
created (16 are provided on the game to begin with!. You can change any name, colour 
of tights, hnings, flesh tone and hair togetlver with all the fighting skill values, weight etc. 
Instructions ore also provided which show you how to change the way any wrestler looks 
or you can create whole new ones. Amiga 1MB RAM Only £19.95 



24 HOUR CREDIT CARD HOTLINE 




(0702) 600557 



Answer Phone QMoV Gt&e hfcurs 
FAX (0702) 613747 




MAIL ORDERS 

All the programs detailed in this advert are only available rJvoughdlr^ 
Name — Address 



Illtlllfll 



' HI1>M»«*tt|HM.|* 



t have an 


computer pl*w*> wni mp the InlWuing it«m«-. 


Quantity 


Description 


Unit Cost 


Total 




Football Masters 5 12K 


19.95 






Football Masters 1MB 


24 95 






Football Masters Editor {Nol 512K Amiga) 


12 00 






Wresflina Masters (AMIGA 1MB ONLY) 


1995 






Amiga 512K RAM Expansion 


29.00 






Amiqa 512K RAM Expansion + Clock 


34.00 






POSTAGE <Non UK add £ 1 .00. not BFPO) 


1.00 




l vhj low o cha-p* guarantee rarfl or cwdl card (4mm wntt tl? ntnbet uti it. t;|{,\i\'D TOTAI 





I enclose a Cheque/Postal Order made payable to ESP SOFTWARE. 
Cut out and post this form to.fplvutocoptes or written orders are acceptable) 
I ESP Strtware (TO). 32a Soumchurth Road. Soum«¥*<«vSen. H*ex SSI 2ND. UK 



GROUND ZERO 

AMIGA PUBLIC DOMAIN DISTRIBUTORS 



All our hundreds of disks are carefully described 
unlike any catalogue available even our utility 
disks feature comprehensive descriptions which 
tells you exactly what each program is and does 
(we also list programs on utility compacts). 
Send today for our catalogue/disc magazine for 
just 50 pence tine P+P) or send an S.A.E. and a 
blank disk. (Helpful catalogue update service 
available we also stock FISH. T-BAG, AMOS 
PD. SWAG, and SCOPE discs. 

Who else can offer you all this and claim their 
offering you a good deal? 

To keep our prices low we may not advertise 
every month in this magazine. 

MAKE CHEQUES MADE AVAILABLE TO: J. FORDS, 
GROUND ZERO, 4 CHANDOS ROAD, REDLAND. BRISTOL BS6 6PE 



65p 

per 
disk 

+ 50p 
P&P TO 
TOTAL 
ORDER 



Dozsoft P.D. 

For the best in Amiga Public Domain. 
Here is a small selection ot disks from our catalogue, send a 
large S.A.E. for a copy 

ABo available 



DS07&76 AitfcmDing Ck-mo |2) pi» ? mea 
DSG30 MMa 3" deno phis 3 othe* 
DS014 Med Version 300 
0SO7&79 Hear* 'Buefouse' 0 
OSOJfi-26 Amajing Tuies II |3| 
0SO30 Comms Utittes 
DS077 limei HyperJerv 
0SO72 The P-wnof' Demo 
05030/37 Vocal Atlaot H (21 
D5059 Phcenomina 'Muse Dream f 
D5aU'4S Red Dwafl S«*sV/i. i?| 
0SCU6 Macroftc FcUs -Spaced Out Vol 1* 
D9051 ftoerornra 'Enigma' 
DS052 Mage- Vitus RilW Versa) 2.1 
0SO57/H Star War, Demo (71 
DSO50 Spaced Oul Vol 2 
DS067 Phenomena "Irftrspacd* 
0 Number tfifeks 't Ueg needed 



OOS61-63 Op At Vd 1 5 (CS.SO lor all 5] 

Ou prros ire as loltows: 

15 disks £3 00 eacfi 

6 or mom £200 each 

?dts*sfflsraSO 

3 dis* sats « SO 

All prices rtcljQe postage anrj parairg We only 
use SONY risks, more rffliabw nan 'Branded" 
rhsis and wcoaoty the best made. 
Send «Our order lo 
DOZSOFT. 

32 Benedict Drive. Bedtont, 
Fjttham. Mlddx TW14 6JL 

Ruse make cheques postal orders pavaaie lo 



CLUB AMIGA 

24 Hour Telephone Helpline 

Durham (091) 385 2627 - Members Only! 

Unlimited Free Help & Advice On All 
Aspects Of Using Your Amiga 



Annual Mcmhcrshii) Onlv tl 



Club Amiga members ring us for free help at any time, 
use our free Amiga contacts service, get free disk 
magazines and have free access to our popular PD 
swaps service - if you would like all this, AND MORE, 
simply send your name, address & a £15 cheque or 
postal order made payable to 
CLUB AMIGA, 5 Bowes Lea, Shiney Row, 
Tyne and Wear DH4 4PP, and we will rush 
you your membership particulars 
by return of post. 



SONY 3.5" DISKS SON 

PD PD 

Service The BesI Disks-The Best Service-Trie Best Prtces service 



DISKS 






in iv 


iwnn 


rinn 


w j V 


DtSfUU 


Lll M 


30 3 5" 


DSOD 


ClfiM 


«) 


D&OD 


C2I 50 


60 3 5" 


DSjDO 


CM 50 


100 3 5' 


DS/DO 


[49 DO 


poo ay 


DSfDO 


ceeoo 


500 3 5' QS/DO 


E21QD0 


MOTE 




CALL 



Use Our Credltcard Hotllnett! 
ACCESS -0742 7264H5-V1SA 

Wu Duty UHt S»nt IJU'tkll 
Lifetime Guarantee Same Day 
Despatch When Ordered Before 
Noon Puces inc Vat & Postage 
New_PD_Ulirflry 

Every Disk Orfle/ includes 
Latest Catalogue 0<sk 
(CI 2 50 Per 10 It lai Class Posi) 
Cheques Or P.O. 'a To; 



0 SWb Mht> 

0 6» VAih Clocl) 

CBM A390 »MD 
Phtltps 6633 M* 2 
CBM lOflfiS 
DiSK DO AS 
Only WJ. Osks 
40 Cap Bci 
B0 Cap Bo* 



C29.99 
C34.W 
VfM'KI 
C279 99 
C359W 
£259.99 



C390 
C5 90 



HARDWARE DISTRIBUTION 

Dept fTOAM), 28 Furnlval Goto. Sholllold. S1 4QP 
TelephonD Orders Welcome On 0742 726485 



An alien invasion, a violent electrical storm and two battle-hardened 
mercenaries - sound tough enough for ya? Just remember, in space no 
one can hear you scream. 



THE 



REVIEW 



1 



THE SOLDIER S 
PLIGHT is viewed 
from above. Each level 
is a collection of 
corridors, doors, pipes 
and aliens. The exit (o 
each level is in (he 
shape of an elevator. 





J A j J 



THE YEAR IS 2191. While on a 
routine patrol of the Intex 
network in the outer spiral 
arm, the IPCC Miraculous loses all 
contact with one of its major 
scientific research stations. This 
situation is thought to be the result 
of a violent magnetic storm in the 
area, so the hopes of regaining 
contact are high. 

However, the storm passes and 
still nothing is heard from the 
station. So a two-man marine unit 
is sent to investigate, little realising 
that the lack of communication is 
due to something far more deadly. 

Shortly after landing at the 
station, marines Johnson and Stone 
soon discover the terrifying reason 
for the loss of contact - an invasion 
of bloodthirsty aliens. 



ONCE ONTO 
LEVEL TWO, Ihe 
aciion hols up. Nol 
only do you have 
to battle face- 
huggers and aliens 
thai come up from 
the floor, but each 
level hereafter has 
a self-destruct 
device that has to 
be activated. 






1 MEG ONLY 

ALIEN 
BREED 

TEAM 17 
PRICE 

£24.99 

OUT 



GRAPHICS 



SOUND 




LYING AROUND 
THE FLOOR, 
presumably left 
behind by the 
previous occupants 
(before they became 
alien food), are piles 
of money, first aid 
kits and ammo clips, 
all used to top up 
your ever- 
diminishing supplies. 



UNFORTUNATELY, when the device is 
turned on, the entire level is plunged into 
an infra-red darkness and you only have 
60 seconds to get out. 
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Wne 

REVIEW 




WHEN YOU REACH LEVEL FIVE, the decor changes somewhat. 
Gone arc the lights and pipes, replaced with an altogether more 
organic look. 





SITUATED AT 
VARIOUS POINTS 
around each level 
are computer 
terminals, allowing 
MMM to the Intcx 
Network Computer 
System. From here 
you can buy new 
weapons and 
equipment, take a 
look at a map of the 
level, lind out any 
special information 
or even have a game 
of Pong. 



THE GREAT THING about 
professional games coming from 
PD companies is that you can be 
assured of immensely high quality 
presentation. Alien Breed is no 
exception. The title music is 
brilliant, the intro sequence is 
short but superb (as you'd expect 
from legendary demo programmer 
Tobias Richter) and the speech, 
sound effects and in-game 
graphics are all excellent. In fact 
the only gripe you can make about them 
is that more often than not you mistake 
bits of scenery for objects. It plays like a 
cross between futuristic versions of 
Crackdown >■ ■ . ■ 

and Gauntlet NO ShOOt 'eiYl 
and is great U p f an should 

be without 



one 



fun, 

especially 
with two 
players. The 
myriad of little touches (such as the way 
the computer system flickers on and off 
while accessing and then offers you a 
game of Pong) give it a sense of humour 
as well as tension. After all, what could be 
more nerve- wracking than a soft feminine 
voice saying: "Warning, destruction 
imminent" just before the entire level is 
plunged into darkness? The aliens, 
although ripped-off from Aliens (the film), 
are more than sinister enough to make 
you want to blow them away - as are the 
sampled machine gun effects. Alien Breed 
is a classy product, very professional and 
very enjoyable. 



Paul Presley 
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LAZER 

SOFTWARE 



FIRST FLOOR OFFICE, 16 LINDEN GARDENS, 
CHISWICK, LONDON W4 2EQ 
Telephone: 081 -747 9344 Fm 
Fax:081-995 1325 M 

Hours of opening: Mon-Sat 10.00am - 6.00pm 



3DGoK 



4D Sport* Bo mg'. 
68flS«bAhQd_ 
AlOTc— .... 



.-£2999 
-£23.99 
—£16.99 
_£16.99 



F?9Rdalator 

F117A' . 

feudal Lords—— 
MConflli' 



AdvDt*oyBf5im(AD5|- 
AdictaC^SbcV— . 
AIFII 



£22.99 
116.99 FinolVArte— 



.£19.95 
.£15.99 
.£2199 
.£1699 
.£16.99 
..£899 



El 199 
116.99 
.£16.99 
.£18.99 
.£16.99 
.£16.99 

AodHKngof AncenrChuw £21 .99 

Amwlylc £1 6.99 

Amv)«G«Hon £16.99 



AHoKarpi'. 

Agony 

AJc*tn'_ 
AfphoWovei. 



Rghttfmelntrudor £1999 

rornvJoOne' £1 6.99 

Future Baskefcat.— _ £1699 

GounHetlir £1 6.99 

GengraKhan £21 .99 

Go<£ , £1 5.99 

ColoWihcAflea' £15.99 



Ale™ Hobo fcd ..... 

A.WSOME 

Bodtatr*rWeIll. 

BabononI|hraf- 

BordToiell 

BAT 



MeOmsll . 

Bo>fcrtawkl942. 

BaMeMcster 

ftettoyal 

WyTheCd" 

Node Warrior 

Blue Max 



Bomber Bob- 
6ra«iBla*r_ 

Brat 

BuckRodgers. 
Codovet. 
CodowrlevehPayOl. 

CodWrPoyOft 

Captive 

Cave Up 



..-.£15.99 
__£1899 

C16.99 

—£16.99 
—£16.99 

£2199 

£15.99 

£1699 

—£16.99 
_£16-99 
—£18.99 
—£18.99 
—£15.99 

£16.99 

£18.99 

£16,99 

—£16.99 
—£15.99 

£1899 

.£16,99 
.£1099 
-£1099 
.£1599 



Gunboat 

CWic2000\ 
HordDfwill_ 
Harpoon I' Mb). 



Heroes Ovesf | IWfa]. 

Hll Street B4« 

I Hay 3D W 

InuTOrtoll ______ 

Imptnum. 



£16.99 

£21.99 

£1*99 

£19.99 

£21.99 



y<— Bpobsoo 

Mice Hockey" _ 

Iron Lord 

bhdo 

ryonhoe 



£]5S9 
.£16.99 
.El 5.99 
.£16.99 
.£1699 



tamn Pond______ 

JtrrmiWhrle Snooker*.. 
louMon)onar1boT._ 

lUOHI(ViMfa) 

KttOMMH 



£16.99 

£15.99 

£16.99 

£14.99 

£14.99 

__£1899 
-£16.99 
__£12.99 
-£15.99 



Lost rtnp 1118 

Leeve Suit Larry III. 

Inmminy 

Lrco'Rre 

Loom 



CMufa 



MR* 



.£14.99 LaflPcJroL 
.£1699 LtfuEiorit. 
.£15.99 
.£1699 



CruuSfctaBot- £16.99 

Chase HQ. II £1 5.99 

OudBod £15.99 

ChuiYeogenATE £16.99 

Colitt £18.99 

Corporation £9.99 

Crime Wave £16.99 

CrurselorkeCorpse* £16.99 

Cyberconlll £16.99 

CvbwFiflhi £1599 

DcrWi El 5 99 

Dm loot £21 99 



DrriTroccv. 
Dbc* 



DcHjWeDrogon3'.. 
DrDQomlair— 



£1599 

£15.99 

£1699 

£2699 



HI lonLtMtoon 

ModProf.Moriarti_— _ 
7,jr.:hes*ertWBnpl . 

hUooTfOHllrl 

Metal Master 

Metal Mutanf 

MdnigMfewtora. 

MioWer 

ttg?9(Fukniml. 
Mdwimefll— 

Moonstone 

Moonbase'_ 
Monksy island. 

MUD. 

Murder 

Mysfcol 

Myth. 



.£15.99 
.£15.99 
.£26.99 
.£15.99 
.£1699 
..£18.99 
.£14.99 
.£1599 
.£19.99 
.£15.99 
.£15.99 
.£19.99 
.£15.99 
.£15.99 
.£14.99 
.£19.99 
.£21.99 
.£2399 
.£21.99 
£23 99 



Naml965-1975. 

DngmuJf RmWip £2699 Nat; 

DragonWan £16.99 NaveySeak 

BP El 6.99 

FJyinaM-irsMollneDork £21.99 

Epic* El 5.99 

Eiwl £16.99 

Eyeof*«BefolcW £1899 

F1 5SrrfeEogk*l £2299 

n6CrjmbatPlol £16.99 Op Thunderbolt 



—£1699 
--£15.99 

£1699 

-.£1599 
__£15.99 
__£1B99 
— £15.99 
£15.99 



rWrfbretdlAdvl £15.99 

MohhW £16.99 

Mfco £1 5.99 

Ob* £21.99 

Operation Steofth £16-99 

£1599 



Order Form 



HOUTWOOD 

coutcnoNS 

lobocoa. GtodbuVwi 7. 

I 1 ' !■ *■ 1 

a_9 



GIANDSTAND 

Genu S*«r L i'-.- N» 

WoHd On Imi « boont 
GHbMM Gran 
UL& 



nAn hum 

Bbd S»xW. 

Ghoiti ond GhmB 
U__ 



(AiNflowcomcnoN 

Mm Zealand Starr, 
__H 



NICIOUS MfTAl 

Xx-m Capn-i Stood 
Cmif Con, 

-AH 



FUU ILA5T 

OiMnyo 90. —> Doi^BOd. 
1gh*oy Parol 3. HI. Coma 
Comma*! F*>ai Fcmwb I 
__B 



PO«R PACK 

X— » 1. Span Football 
Uoodwrdi, 
lomlnic fol> 
Oi_ 



WINNING TEAM 

API, Co* V.rdo-o-. 
Ctib— 1ml a*d 
Er.ape Bebol Me~to" 
new 



CHAllftGOS 
m OH. le-l SW r*ghw 
fc-Mwrl Gnat Cort. 

L_Li 



MAGNUM 

AHeibimar. Dmbli Drogan 

Ctoeo>Di Wa». 
latnan Canml CrvtsW 
wtw 



Vl-IUAI lEAirrr voi i 
M<tn«H*i, Comer Cawd 
vt.r i. „ Boca. Stoobtof Z 

QUI 



COMPUni HITS VOL? 

U'. ...» bo*. 
GokfanPo* 
■bit Shodo- 
EJS 



MAGNUM 

jrvf -Vrtta Pro levW 
OnrnU Gomo. 
Samn Alwd-Woi 
ULB 



DODB1I DOUBU III! 

TV SpO* Fcotoa* 
lonb ol *• Iivng Sun 
TV Spg-i BaiM Bal. W.^ 





RIGHT COMMAND 
J«aW. Sti4«i Fon» No-t-f 
lonceW'. Str Fm 
UyCho- 
U12 



WMEHi OF FIH 

Hard Orwa CW» H Q 

Tirbo CX<n_n 
OILS 



SOCCIK MANIA 

^ocHiol Manogo' 2. 

Gam Sac a'. 
Moipm Stum 

an 



MIND GAMES 

Audarltl. WoWfaa 
Ctnfcl n Eumpa 

BIB 



RST OF FU»Y 
: i- Din. Slircb 
MnnWamM 
Ooihle Dragan 
LiLfi 



powwur 

AMirad Boou, Datttbow blond 
« Oul Chaw H.a 
Tunicon 

au 



BIG BOX 

Captain Blood, Safari Guru. Teenage Queen, Bubble Plus, Tin Wi on the 
Moon, Purple Solum Day, Krypton Ego, Jumpnj Jackson, Bo Bo, Hostages 
£16.99 



' At the time of printing these games were not available, but will be 
despatched io you on releow date, 



o***- m BUDGET TITLES 



PaiaaKickBanrcj 
Potting 



f^ipulor-SmCity. 
fWrmongcr---. 
PrtdcnOrll 



hinteof Persia 

fane 

■:ilb:o ii 



.£15.99 
.£1699 
.£1599 
.£2)99 
.E1B99 
.£15.99 
.£1599 
.£1599 
.£17 99 



3-DPooL 
SSooges 



Aher Bumer_ 
AAonaidl- 
Ale's Magic 
Harrmer 



RoilrcodTvcoon. 
hbooflp 

Robocopll 

RTypell 



-—£2399 

£1499 

£15.99 

£16.99 

SavoMEmpin) £1 9.99 

SeoiihForTheKing._ £19.99 

Sr*joWlr*6eo«_-.£15.99 
SrodjwDcear £1 699 



Bofbononll, — _ 
Balmrjt Copeo 

Crusoder 

Blaiteroid 

BloodMoner— 
'U-ntn'rlcScwr! 

ChudcieEggl—. 

OiudueE«? 

Colossus Oieii.... 



£699 

£B.99 

£6.99 

£6.99 

— £6.99 

£8.99 

£6.99 



£699 

£699 

£8.99 

£6.99 

E8.99 

£8.99 



Sim Earth* _____ 

Simpions' 

Ski or Die 



Cor»nentolOro_ — 
Coraorohon Misvon 
Duk 



5kuliCro«bonei. 

SlySoy 

Space Ace - 

Speedcolll 

Spinforaaibur'- 

S*orControl 

StarTrekV 



..£15.99 
-£16,99 
-E1599 
_£16.99 

_£15.99 D.OblrhneBacing. 
-.£1599 
_£2699 
-£1599 
_£19.99 
. £16*9 



£7.99 

£4,99 



.-.£9.99 
._£699 
-£699 



Striderll 

Super Canl 

SuperMonocoC_ 

Supnfmocy 

Swop. 



SwildiBlodell. 

ToonSuruki— 
TiamYankoe... 
Terminotarll'^ 
Tejlftivell— . 



TeerogerMolHerOM. 

TherFnestHour 

ThePerisher 

Toki 



Tcoo«TheVVarnor 

TcAiiPecdl 



TcArmamentGolt.. 

Tixncon 

Tumconl 

U_malel6oe 

UhmoteV 

UM5I 



.£16.99 
-£15.99 
.£15.99 
..£1699 
.£19.99 
.£1699 
-£15.99 
-£16.99 
.£15.99 
-£19.99 
_E1 5.99 
-El 5.99 
.£14.99 
.£19.99 
.EI6.99 
.El 5.99 
.£15.99 
-£15.99 
-£16.99 
-.-£9.99 



IMI_-eyWOfyrnChoi . 

DetotiheCrown 

De) U «5rripPokw 

DoubleDrooon 

DrogonNin(Q.. 



-£699 
—E8.99 
_£699 
— W.99 
.-£699 



ForgoHenworidi. 

Gauntlet II 

GrerrJinll 

rtcrdDrrrirv 



£699 

£6.99 

£7.99 

£6.99 



HtfiGu&tafe&ftuy X8.99 

•OckOfl-Fjrtrime £699 

K* £699 

lostNmjoll £699 

LeonWC^cic^dPScba £8.99 

Uence ro Kf £6.99 



MJocbon Moonwolker. 

NorlhJSourh 

Toobin -., 



OperosonWcH. 

Outrun 

Pealing Shot. 



£6 99 

.£699 
.£6.99 
-E6.99 



Phorrtay World Di_y.. 

Predator 

RACLombardKaUy— 
Sombo3 



-£699 
.£899 
JC6.99 
-£6.99 
£699 
-£699 



UN Squadron.- 
USSIohnYoura. 
Verddto 

Va— _____ 



WariocksTheAveMT £14.99 

WnpMMb) £18.99 

Wmgs|1Mb] £18.99 

VVritsDea*(lMb| £13.99 

WolPori £18.99 

Wonkvland £18.99 

WoridatWor' £1699 



.£15.99 doodblcoW. £6.99 

.£1699 Slype £6.99 

.£18.99 t^TlvGoMTtsei £6.99 

.£19.99 $hodWthe8ecst_. .£8.99 

.£15.99 SftWorm £6.99 

.£16.99 Speedwi £8.99 

.£16.99 5pe1fiook4to9yn— _ ___£6.99 
_£6.99 

Super Of ltd Radrg— -£9.99 

Siwtdiblooe £6.99 

Sword of Sodom £8.99 

TabteTerraStn £6.99 

_£8.99 



.£16.99 SuperHangOn 



Wrc* of the Demon.. 

Xoha 

ZJnn 

ZOut 



.-£19.99 
_£16.99 
....£16.99 



TVSportiBooltwII 

Treasure htond Diny ... 

v^glome 

WClooderboord 

V/ubal 



Herop.. 



.£16.99 Xerw2„ 



_—£4.99 

£4.99 

£6.99 

£699 

£8.99 

£8.99 



MerjsectoigemyAtcess/VisocaFdrio: 



Expiry Dale: 



ONE OCTOBER 91 



Computer titles 


Price 


Nome , 








Arid™ 
























■ 


To'al 




ru«_ooo __ „_ let; 



Please make cheques and/or postal orders payable to Lazer Software 
Credit card orders taken. 75p postage and packing. EEC countries add £2.00 per item. Non EEC countries add £3.00 per item. 

all items subject to availability E. & O.E. 




ARCADEACTION GAMES PACK 





- Am u:mmm:hv,n 



NEW! CARTOON CLASSICS PACK 

HARDWARE: 

512K AMIGA 500 £32999 

A5?0 IV MODULATOR FREE 
AMI RAM EXPANSION £99.99 
SOFTWARE ■ EHTERTAIHMENT 

BART SIMPSON - £2439 

CAP! PLAHEUPIANETEERS 12539 
LEMMINGS £25.99 



PLUS! 16 NIGHTS FREE 
HOLIDAY ACCOMMODATION 



SOFTWARE - PRODUCTIVITY 

DELUXE PAINT III £7959 

PIUS! FREE FROM SILICA 
ARCADE ACTION PACK £229 7B 

PHOTON PAINT 2.0 0)995 
TOTAL RRP: £906.67 
YOU SAVE: £507.67 

£399 

SIUCA WCf INC WO **RfE OUr/EK" 




STAND-ALONE 

500 COMPUTER 



• 512K AMIGA £329.99 

• TV MODULATOR FREE 

• MOUSE CONTROLLER FREE 

PLUS! - FREE FROM SILICA 

• ARCADE ACTION PACK £229.78 

• PHOTON PAINT 2.0 £89.95 

TOTAL RRP: £649.72 
YOU SAVE: £320.72 



SILICA PRICE: £329 
PLUS! FREE HOLIDAY ACCOMMODATION 



£329 

SILICA PRICE - INCLUDES VAT « FREE DELIVERY 



FREE! 



FROM SILICA 
WITH EVERY 





The new Arcade Action Games Pack is THE 
software compendium for Amiga owners, featuring 
ten lop titles with a variety of different types of 
games for you to enjoy. Each title is packaged in 
its own plastic case, with a colour sleeve and lull 
instructions. The Arcade Action Pack is FREEI 
when you buy your Amiga 500 from Silica. 

(FREE!) _ £219.78 



ARCADE ACTION GAMES PACK 





[FREE 



H PHOTON PAINT 2.0 
'! GRAPHICS PACKAGE 

Every Amiga 500 from Silica Systems comes with a FREE 
Photon Pain) 2.0 (RRP E8995), one of the most advanced 
art packages available for the Amiga. With it, you will be 
able to harness the extraordinary graphics power of the 
Amiga and produce inspirational 
pictures in minutes. With 4096 
colours, your pictures will reach life- 
like appearance These can be 
animated in reaMlme using a vast 
range of graphical effects, including 
blending colours and dithering, 
stencils, shadowing, — 2**2.— 
contour mapping and CQQ Oh 
surlace mapping. AaUwiv W 




mm 16 NIGHTS HOLIDAY 
ttttti HOTEL ACCOMMODATION 



Every Amiga from Silica comes with a FREE 72 page, full 
colour brochure with accommodation vouchers These 
vouchers entitle 2 people to stay up to 16 nights in one 
hotel (or any number of hotels to a total of '6 nights) with 
accommodation FREE (you 
could take up to six nights for 
four people, or other options). 
Choose from Ihe 250 hotels 
featured in the catalogue. All 
you have to pay for are your 
meals (prices are listed in the 
brochure). Reduced rates in top 
London hotels and hotels In 
France are also featured. 




i TOTAL FREE PACKAGE ) 

ARCADE ACTION PACK - £229.78: 

ASteriX - Sy Coktel Vision £24.99 

Chess Player 2150 - e y cp software . £24.95 

Drivin' Force - By Digital Magic £24.95 

Live & Lei Die - a y Elite £19.99 

Onslaught - ey Hewson £24.99 

Pipe Mania - By Empire Software £24.99 

Rick Dangerous - By Firebird £24.99 

ROCk 'n' Roll - By Rainbow Arts £19.99 

Skweek - ey us gow £19.99 

Trivial Pursuit - By Oomark £19.95 

ART PACKAGE - £89.95: 

Photon Paint 2.0 - e y Microiuusions . £89.95 



FREE! 

WORTH 
NEARLY: 



TOTAL RRP: £319.73 



£320 



PLUS! FREE HOLIDAY ACCOMMODATION 



SILICA SYSTEMS OFFER YOU 



FREE OVERNIGHT COURIER DELIVERY: On all hardware orders Shipped in thB UK. 
TECHNICAL SUPPORT HELPLINE: Team o( Amiga technical experts al your service 
PRICE MATCH: We normally match competitors on a "Same product - Same price" Dasis 
ESTABLISHED 13 YEARS: Proven track record m protessional computer sales 
BUSINESS * EDUCATION * GOVERNMENT: Volume discounts available lor large orders 
SHOWROOMS: Demonstration and training facilities at our London & Sidcup [tranches. 
THE FULL STOCK RANGE: All of your Amiga lequirements Irom one supplier 
FREE CATALOGUES: Will be mailed 10 you with offers and sottware/penpneral details 
PAYMENT: By Ctflfl, cheque and a<l ma|or cieflil cards 

you decide wnen to Buy your new Amiga compulei. «•* sugBest you inlok very carefully about 
WHERE you buy it Consider what M will be lihe a lev* months anei buying your Amiga, whan you may 
reouire additional peripherals n* software, or help and advice with your now purchase Arm. will lha 
company you buy from confacl you wilh details ot new products? Al Silica Sysiems. wo ensure thai 
you wUl have nolh'og lo worry about We have Boon established for over l2yean and. Win our unrivall- 
ed experience and e«pe*tiso, we can now claim 10 meet oui customers requirements with an understan- 
ding which -s second lo none But donl (usl take our word lor n Complete and relurn the coupon now 
(01 out latest free literature and begin to e»perience the "Silica Systems Service" 



MAIL ORDER: 1-4 Tne Mm, Matlierlrjy RrJ. SidCUp, Kent, DAI4 40X TBI: 081-309 1111 

crawi Lj"« On" uon-Sdi s ooam a mien- Ma uoi Want Opening r«i in, oai jja oeai 

LONDON SHOP: 52 Tottenham Court Road. London, WiP 0BA Tel: 071-5W 4008 

Qp»"mfl Hour * Mo^SJ 93Qamfl l«CWi f h-O* ■ Thj-Miy srff Bo<- Fi . Ho 0711311 «737 

LONDON (SELF RIDGES): 1st Floor, 369 Oxford Street. London W1A JAB Tel: 071-629 1234 

rv <tcf Si ^JOnm-COCvi Itnr rruidtfBy — Hi »!=-. *** bi «Han»on »U 

5I0CUP SHORT" "T-4 Ihc Mews Hathertey Rd, Sidcup. Kent. 0A14 4DX Tel: 081*30? 8811 

Oganjno^Hiiu'* **y»Sl >OQ—iv630pm tain I 



^0: slla SystTmsTtd" Depl ONE0991-6 0, 1-4 The Mews, Hainettgy Rfl, Sidcup, Kent, DA14 4D^ 

I 



PLEASE SEND FREE AMIGA COLOUR CATALOGUE 



Mr/Mrs/Mr Initials: - Surname: 

Address in iTii- 1- II- 




MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



I 
I 
I 

I Postcode: 

^Which computerfs), II any, do you own? 



ft tintnilt 



Laurence Scotford Jive the sequel to MicroProse's classic 

submarine simulator and >lows all his tanks over it. REVIEW 





"ENEMY SHIPS AT 240 DEGREES, Sir, range - 10.000 
feet! "It's 1944, the war in the Pacific is at its height 
and it's your first time out as a US Navy submarine 
commander. It could also be your last. On a routine 
patrol you've come across a Japanese Carrier 
Group. They haven't spotted you. but if they do 
you're in trouble: they've got a lot more firepower 
than you and they're faster. 

What do you do? Do you attempt to pick off one 
or two ships and then make an escape? Do you 
make a brave stand against the whole group? Or 
do you dive to escape sonar and radar detection 
and slip silently away? Those are exactly the sort of 
decisions you will have to make continually in Silent 
Service II, the sequel to the classic submarine sim. 
Silent Service wasn't short of atmosphere, but its 
younger brother makes use of the Amiga's 
advanced features to enhance this even further. 

Silent Service II doesn't emulate the all-singing all- 
dancing modern submarines seen in films such as 
The Hunt For Red October, but the less- 
sophisticated submarines that helped America to 
win the war in the Pacific in World War II. These are 
boats with a test depth of no more than 400 feet 
and a maximum speed of 20 knots. Furthermore 
World War II submarine commanders were forced 



m 



to work with primitive analogue targeting 
computers and frequently faulty torpedoes. 

Unlike MicroProse's aircraft simulations, where 
the main requirement is careful planning backed 
up by lightning reactions, commanding a 
submarine calls for even more meticulous planning, 
continual strategic decisions, and a lot of patience. 
If you get caught by a Japanese ASW (Anti- 
submarine Warfare) ships you may have to stay 
submerged for some time during which you dare 
not proceed at more than a crawl for fear of 
triggering a potentially fatal depth charge attack. 

Silent Service II offers a wide range of playing 
options ranging from a series of single battles, 
based on historical encounters, through to a 
complete war career. Additionally, there are four 
levels ranging from Introductory, where the enemy 
is stupid and you get a ridiculously high percentage 
of hits, through to Ultimate, in which you've 
scarcely left port before your dogged by A5W ships. 

As well as adjusting the difficulty level, you're also 
free to choose between historical or flawless 
torpedoes. Go for the accurate option and you'll 
find many of your shots prematurely exploding or 
failing to go off at all, which can be frustrating if 
the target escapes as a result. 



MUCH OF SILEXT 
SERVICE It fa 
played on the 
strategic chart. This 
show s the posilion 
of your submarine 
and the position of 
all known sesscls. 
The colour indicates 
whether the contact 
is visual, radar or 
sonar, and the wake 
indicates speed and 
heading The 
torpedo indicators 
and those below the 
chart can be 
switched off to 
provide a wider 
viewpoint. 
Additionally you 
can zoom in to sec 
the action in detail. 



1 t: u 



USING THE PERISCOPE is the easiest method of identifying and 
largetting enemy ships. Your submarine carries a built-in 
analogue targctting computer which automatically calculates the 
correct heading for your torpedoes, all you have to do is make 
adjustments for the target turning. 



THE GAUGES 
PROVIDE essential 
information like 
Depth Under Keel 
(how much water 
there is between 
you and the ocean 
bottom) and how 
much charge 
remains on the 
batteries, so it's 
essential to make 
regular checks - 
even in combat! 






WHEN ENGAGING ENEMY SHIPS on the surface, the Target Bearing Transmitter is 
used to set your torpedo course and to align the deck gun. Although most of your 
engagements will be handled at periscope depth, your greater speed on the surface and 
the possibility of using the deck gun can be useful, especially when engaging unarmed 
or poorly-armed Merchantmen. 




. flTL □□□□□□ 

QQBQ 



RrtOHR 



DECK OMN 



MIDSHIP 



ESS 



mfi E«irrF.it; 



Pott 



PUD EAMEF; 
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LL AS THE ATTRACTIVE and ra&tk view* 
ph the periscope and bridge TBT, there are optional 
animations for sequences like the firing of torpedoes and 
depth charge attacks, but, while these are attractive lo 
begin with, they soon become repetitive. There are also 
occasional stalk screens like I hi* one when you enter port. 



EXCEL YOURSELF 
DURING A WAR 
PATROL and you get one 
of these shiny things for 
valor (whatever that is... 
oh, valour!). If you're 
really very good then 
there are even bigger and 
shinier things to be had - 
makes life worth living 
doesn't it i 



A HISTORY OF SUBS 



287-2 1 2 8C Greek mathematician 
Archimedes discovers the principle 
that states the force suspending a 
body partially or totally in water is 
equal to the weight of the fluid) 
displaced. Archimedes Principle Is 
essential to submarine technology 
1620 Cornelius Drebbel creates first 
submersible vessel: a wooden frame 
covered with greased leather. 
1 776 David 8ushnell invents Turtle, the 
first submarine used In warfare. A 
one-man vessel, driven by hand- 
powered screws 
186M865 Confederate forces 
produced several submarines for use In 
the American Civil War. 
1880 Reverend G.W.Gatrett builds the 
first steam powered submarine. 
1890 John P. Holland and Simon Lake 
simultaneously invent the forerunner 



of the modern submarine driven by 
petrol engines on the surface and 
electric motors when submerged, and 
armed with deck guns and torpedoes. 
1914-191B German U-Boats prove 
effective as military vessels. 
1939-1945 Submarines again prove to 
be deadly weapons against shipping, 
particularly in the naval war In the 
Pacific between Japan and America. 
1955 The USS Nautilus, the world's 
first nuclear powered sub is launched 
1958 Nautilus becomes the first vessel 
to voyage under the polar ice cap, 
1 960-Present Day Submarine 
technology advances quickly, giving 
nse to specialised salvage, rescue, and 
exploration submersibles, and more 
advanced military submarines carrying 
Polaris. Poseidon and ultimately 
Trident nuclear ballistic missiles. 






LIKE MOST PROLIFIC PUBLISHERS 
MicroProse has released some dud 
software in its time, but it really 
can't be faulted on the quality of 
its simulations - and this is one of 
the best yet If you are prepared to 
take some time with this game, I 
guarantee you'll be hooked within 
the first few hours of play. The 
presentation of the product 
throughout is superb, with highly 
realistic views through the 
periscope and from the bridge and 
atmospheric sound effects. The superb 
soundtrack even makes up for the tedious 
loading time. The documentation is up to 
the usual excellent MicroProse standard 
and includes two detailed tutorial 
sections, backed up by a simple tutorial 
game on the disk. This should be enough 
to acquaint even the slowest players 
sufficiently well with the controls to 
undertake a real mission. Parts of the 
submarine's . 
controls can YOU WOfl't get 

be operated nearer to the 

with the 
joystick or 
mouse, but 
I suspect 

that most players will prefer to stick to 
the keyboard, which is by far the easiest 
way of controlling the game. The variety 
of difficulty settings, the choice of 
historical or flawless torpedoes, and the 
ability to play short games or a whole 
campaign mean that Silent Service II 
caters effectively for a wide range of 
players, and will prevent the game's 
appeal from palling to quickly. If you get 
too good you can always try to play again 
with an old 'S class' submarine, which 
should be enough to challenge anybody. 
If you have some patience and enjoy in- 
depth games then try this: you'll be hard- 
pressed to find an experience as long- 
lasting and engrossing as this one. 



Laurence Scotford 



real experience 
on an Amiga. 
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"Hugely enjoyable but dangerously addictive" 
D. Trevor Harley, psychologist 

THE GAME. At last, a game thai lakes (he world of bocoei 
seriously. You take over a struggling side in the English 1st 
Division and set about building a squad to win the 1st Division title. 
Success in domestic competitions (League, FA and League cups) 
will lead to the .1 European competitions. Maybe a double, maybe a 
treble. 

SQUADS-TRANSFER MARKET. There are 3 squads. 1st Team. 
Reserve Team and Youth Team. 43 players in all You control the 
1st squad, and the movement o[ players between them. You also 
decide the transfer opoons (the board handle finance). The 
transfer market and youth policy wtD determine your future teams 
and playing style. 

TRAINING- You have a weekly uairting schedule for the squad as 
a whole and for individual players. You will need to set your 
schedule to develop those skills that will support your team style. 
Young players in particular can have their skills enhanced. 

THE MATCH. Usually sacrificed in a management game. The 
match serves 3 purposes. Pint, it is the measure of your team, and 
therefore your performance. Secondly it is the only reliable source 
of inlormanon about your players. Thirdly, it allows you to make 
in-mat ch tactical adjustments demanded by the state of the game. 
Our unique 4 minute match suimlauon gives you all this. 

WHAT IS DIFFERENT ABOUT THIS GAME? 

Division One 92 is a genuine soccer management simulation. No 
mental arithmetic, no "skill levels". Its all about your lodgement of 
skills, and your understanding of what blend will produce a side to 
bed! ihe very best in the country and in Europe Our Division One 
85 was used by two league clubs in their youth training scheme. 
THIS REALLY IS A GENUINE MANAGEMENT 
SIMULATION? 



"Ifa a pity to call this just a game" 

A & B Computing 

THE GAME. HeadCoach is the complete American Football 
slmulaoon. You take charge of the latest recruit to the NFL. and 
through skilful design of gameplans and the use of the college 
draft, build up a 45 man squad to keep your fans happy and win the 
Superbowl Unlimiied seasons and ageing players produce a 
realistic game of fluctuating fortunes. 

THE MATCH. The match is a game in itself taking about 40 
minutes to complete. With 36 offensive plays and 21 defensive 
plays, there is ample scope to match your game- plan to the stalls of 
your squad, and exploit the weaknesses of the opposition. It's here 
where the strengths and weaknesses of your players are 
highlighted 

TRAINING CAMP. An opportunity toassess your players before 
they take the field The appropriate coach will give you his view of 
the current form of any of the players and how they are performing 
in training. A 40 yard tuned run wiD reveal their sharpness Wide 
receivers, running backs, linebackers, comerbacks and safeties 
need to shine here. 

COLLEGE DRAFT. During the 16 match season, plus whatever 
playoff matches you achieve, you will find yourself praying for a 
second classy running back or wide receiver, or need to beef up 
your offensive line (too many sacks). The college draft should be 
used to find those stars of the future and make sure they're playing 
for you. 

STATISTICS. The statistics centre will encapsulate your team's 
and your players' season. Total yards, rushing yards, passing 
yards, Idck-off returns, punt returns (and averages for all those), 
inlercepbons, sacks... all these are kept for each match, the whole 
season, for the team and (or each player. American Football is a 
game of stats and we retain that. 
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OUR SELECTIONS 



PRECIOUS P.D. UNIT 5 ACORN BUSINESS CENTRE, MILTON STREET. 
MAIDSTONE KENT ME16 81 1 SEND SAE. TO JOIN PRECIOUS P.D. IF YOU 
WANT TO ORDER USE PLAIN PAPER, ENCLOSE CHEQUE/POSTAL ORDERS 



JOIN US!! 



JOIN OUR PRECIOUS PD CLUB TODAY - 
TOTALLY FREE!! 
CALL US NOW TO JOIN ON 
0622-725353 
ONCE YOU JOIN, YOU CAN ORDER DISKS BY 
PHONE AND PAY AFTER YOU RECEIVE 
THEM! NO RISK TO YOU 



ORDERS CAN BE TAKEN 24HRS A DAY, 
7 DAYS A WEEK, AND DESPATCHED THE 
SAME DAY! 
THATS FAST!! 

DISKS ARE £1.50 EACH 
OR 10 FOR £12.00 
POST & PACKING 50P PER ORDER 
OUR CLUB IS FREE, SO 

JOIN NOW!!! 
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LOTUS TURBO 
CHALLENGE 2 

Gremlin 

PRICE 

£25.99 

OUT 

OCTOBER 



GRAPHICS 




PLAYAB1LITY 



OVERALL 




Laurence Scotford swaps his pushbike for a Lotus Elan and once again 
takes to the open road to test-drive Magnetic Field's sequel to its classic 
racing game. 



NO COMMERCIALLY-MINDED software publisher 
could resist the opportunity to produce a sequel 
to its most popular game, so it comes as no 
surprise to see Gremlin continuing to exploit its Lotus 
licence after the success of Lotus Esprit Turbo Challenge. 

But this is no run of the mill sequel. Something you 
certainly don't get in Lotus Turbo Challenge 2 is a half- 
hearted rehash of the original with different course 
layouts and maybe some souped-up graphics. What we 
have here is a completely new approach to the licence, 
which borrows from its older brother little more than its 
payability. 

If you are wondering why 'Esprit' has been dropped 
from the title of this sequel then rest assured that it is 
not because the Esprit does not feature in the game, but 
because it has now been joined by the Elan. You can 
choose which car you prefer to drive for each section of 
the game, 

Unlike the original, in which you did a single circuit 
and had to finish in the top 10 places to qualify for the 
next round, Lotus 2 puts you on the open road which is 
divided up into a number of stages in the tradition of 
OutRun. To continue playing you simply have to reach 
the next checkpoint before your time runs out This can 
often result in some 'skin of your teeth' finishes in which 
your time runs out just before the checkpoint and your 
car just about manages to coast over. Which only adds 
to the tension and excitement of the race. 

Also dropped are the pit-stops, but this is more than 
made up for by the ability to drive in varying conditions 
from night driving to fog, and even electrical storms. 
Interest is added by the full-screen view for single player 
races, the ability to link machines together, and one to 
four player options. 




THE BIGGEST DIFFERENCE between Lotus 1 and 2 is the 
full-screen view for single player games. It's far mote 
comfortable to look at and a hell of a lot more attractive 
than half a screen of action above a static picture. 

■ 




THERE ARE A WEALTH OF OPTIONS for getting Lotus 2 
to play exactly as you want it to. Once again you can select 
either manual or automatic transmission, while the joystick 
or the fire button can be used to accelerate and change gear. 
The Link optiao allows two or three machines to be daisy- 
chained, for two-, three- or four-player games. 




There are 
eight 
different 
driving 
scenarios 
included in 
Lotus 2, 
ranging from 
the relatively 
simple Forest 
level to the 
extremely 
hazardous 
Fog. Here are 
five of the 
best: 




im| THE NIGHT is 

similar to the City 
1! section, but with 
reduced visibility. If 
you're desperate to 
overtake you can 
cross the central 
reservation, but you 
run the risk of a 
nasty (and time 
wasting) collision. 

THE DESERT looks 
hazard-free at first 
sight, but the road is 
unmarked and it s all 
loo easy to slide off 
into the sand and 
lose traction - 
disastrous if you've 
only got 30 seconds 
on the clock. 



THE SNOW is a • 
driver s nightmare- - m 
Not only is the road 
surface slippery, but 
the falling snow 
obscures your vision. 

This is one section 
where even the most 
lunatic drivers 
should take it easy. 



THE FOG is one of 

the game's most , 
treacherous stages. 
Unfortunately you 
have no option but 
to maintain the 
speed and hope for 
the best. 




» 



» 
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THE TWO-PLAYER CAME will 
be familiar to owners of the Him 
Lotus game. Unlike the previous 
game, one player getting past a 
checkpoint does not always 
guarantee that the other player 
will get through. 






I MUST SAY, it really is satisfying to 
play a sequel that has had some 
thought and effort put into it 
rather than yet another Yip-u-off 
extra levels disk at full price'. 
Because Lotus Turbo Challenge 2 
retains all the payability of the 
first game, fans of that one are 

H definitely going to like this. The 
addition of a variety of driving 
conditions prevents that feeling of 
'deja vu' that seems to prevail in so 
many sequels, as does the provision of a 
full screen view for single-player games. 
The courses are 

A must-buy 
for all road- 



racing fans 



more interesting 
too, with a 
greater variety of 
hazards to avoid. 
One of the most 
impressive aspects of both the Lotus 
games is the speed and smoothness of the 
screen updates. There are plenty of 3D 
driving games in which everything moves 
at a crawl (the conversions of OutRun 
being a good example), but Lotus 2 
actually manages to give the impression 
of real speed. The atmosphere is further 
enhanced by some extremely realistic 
sampled effects. This is easily the best 3D 
road driving game on the market and 
highly recommended whether you're a 
Lotus fan or not. 



Laurence Scotford 
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Time waits for no man, except with a time machine. 

Electronic Arts invite you to a battle where every second counts. 






HERE WE SEE THE ZONE WARRIOR doing what 
he does best, lolling Geeks. They're tricky little 
devils as they adapt to their surroundings with 
remarkable ease. For example, in the prehistoric era 
they become cavemen and lizards, in Egypt the 
become pharaohs. 



TIME-TRAVEL IS TRICKY AT THE BEST OF TIMES. But when 
aliens from the future are invading the past, it's time for 
a soldier of tomorrow to journey to yesterday... to stop 
them today (follow that!). 
A horde of aliens, known only to us as Geeks, have put the 
safety of the Earth in jeopardy. Having stolen a time machine 
from an Earth space station, they plan to travel back to 
important moments in history and change the course of the 
future. The simple act of preventing the wheel from being 
invented could disrupt every major technological invention. 

Only one hope remains, to send a soldier back in time to 
stop them in their tracks. That soldier is you, the Zone Warrior. 
Next stop the stone age... 




ABOVE: Making his 
way to his own lime 
ship, ihc Warrior 
prepares to battle for 
the future of hi* 
planet, by travelling 
to the past. 

THE GEEKS' 
DASTARDLY 
PLANS are detected 
when | lime 
machine is stolen 
dam future Earth's 
defence corps. The 
Zone Warrior IB 
called in and briefed 
on the situation. 





THE GEEK FORCES 
are led by a supreme 
commander. After 
freeing all the 
prisoners, the 
Warrior's final talk 
before leaving is to 
seek and destroy 
him. 




ALTHOUGH HE 
STARTS with a 
measly one -shot 
weapon, the Warrior 
can soon update to 
three-way and five- 
way shots by finding 
(he relevant powcr- 
ups. Other bonuses 
come in the form of 
health boosts and 
speed-ups. 



THE WARRIOR 
STARTS his mission 
like all good soldiers, 
in the briefing room. 
The missions arc all 
generally the same, 
rescue the hostages, 
free the main guy and 
kill the Geek 
commander. The only 
things that are 
different are the time 
zones. 



mi 




HE ONE 



WitmoR 




APART FROM THE PREHISTORIC ERA, the Warrior has to travel to ancient 
Egypt, mediaeval England, Japan and into the future. Note bow his dress sense 
changes lo suit the time period. 






ONE OF THE WARRIOR'S main tasks is to 
free the Geeks' prisoners. Important people 
from each time period have been taken 
hostage in order to prevent Earth from 
making crucial technological inventions, such 
as the wheel. 
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TO HELP THE WARRIOR find the 
hostages, maps are scattered around the 
landscape, each showing a section of the 
whole level. Hostages, keys and security 
doors (which lead to an armoury, the 
main hostage and the commander) are all 
shown. 



WHAT'S THAT OLD SAYING? Never 
judge a book by its cover. Zone 
Warrior may look awful, but sit 
down and play it for a few minutes 
and you'll soon realise exactly how 
brilliant a game this is. At first 
there doesn't appear to be too 
much to it, just run around, shoot a 
few bad guys and find the 
hostages. But if you take a moment 
to flick through the manual you 
discover there's more to it than 
meets the eye. Essentially your initial 
impressions are right it is just a basic 
running around, shooting things affair, 
but the simple additions of the compass 
directions and the map has turned it into 
something 
with a bit 
more class. 
Sure, it has 
its problems, 
not least of 
which is in 
the graphic 
department. 
Sprites occasionally get caught in the 
backdrops and when you shoot away a 
hedge it leaves behind a solid black 
square, but aren't all the really excellent 
games flawed in some way? When you get 
down to brass tacks, Zone Warrior is a 
healthy mix of extremely playable action 
and just the right amount of thought. Oh - 
and the musk is incredible! 



Paul Pres 



Looks terrible, 
sounds 
brilliant, 
plays 
magnificently 
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We also stock T-Bag 1-53 and Fish 490-530 
Branded Blank Disks 10 for £4.99 for £22. 50 




Cheques/PO's to: 

STRICTLY P.D. 

11 York Place, Near Brandon Hill, 
Hotwells, Bristol BS1 5UT 



For orders of 10 or less the price is 
£1 .25 per disk. Please add 70p for 
post and packing. Overseas orders 
please add 25p per disk for Europe, 
and 50p per disk for world. 



ESSEX COMPUTER SYSTEMS 



ESTABLISHED 3 YEARS - PRICES INCLUDE VAT & 1ST CLASS POSTAGE AND PACKING - NO VIRISES GUARANTEED - NO MEMBERSHIP FEES 



SERIOUS STVFF (£1.50 EACH) 

PDX2(S1 WINDOW BENCH: as amiga clcps of the IBM MS-WINDOWS 
PDX2G0 SUPER C: nil new cdil with many new commands powerful 
PDX2S8 BUSINESS CARD DESIGNER: design your own buMoess cards wilh 
clip an etc. 

PDX257 TEXT PLUS V2.2: laicsi word pro/lex! cdiior. very powerful 
PDX256 SYSTEM EXERCISE: Ihis disk docs a complete diagnostic check on 
your micro 

PDX249 DOS FOR DOS: allows your drive to read and transfer IBM Tiles 
PDX251 SUPER KILLERS: all new virus killer collection, onlv the latest here 
PDX24J4 RED SECTOR DEMO CREATOR; best on the market 
PDX252 MUSIC MODULES FOR RED SECTOR CREATOR 
PDX25S RED SECTOR DATA DISK: new cptilcs, bob* etc for use with red 
sector creator 

PDX245 VECTOR DESIGNER: very powerful prog'am for creating super 

demo's 

PDX247 100 BUSINESS LETTERS: ready written for most application, just 

load into WP 

LICENCEWARK DISKS (£3.50 EACH) 

LPDI COLOURING BOOK: for pre school children age 

LPD5 JUNGLE BUNGLE: a fully graphic and animated adventure 

LPD11 GO-GETTER: a game you want lo be able in put down great 

LPD2I QUINGO: a pub qui/ machine simulator, loads of questions 

LPD27 FLOWER POWER: a great arcade game, zap those green fly 

LPD32 HARD DRIVE MENU SYSTEM: menu for over 100 programs 

LPD34 INVOICE PRINTER: suitable for small huslncwcs, very popular 



GAMES (£130 EACH) 

APD23 DEMOLISION MISSION: arcade action 

APD25 BOMBS FROM BAGDAD: air gutter 

APD24 BINGO: play it at home for free 

APD23 SHAPES: a good brain leaser 

APD20 CHAINSAW DEATH: arcade action 

APDlr> FRUIT MACHINE: holds and nudge* as well as gambles 

APDI4 WOODEN BALL: a spccdball alone, great stuff 

APD07 QUIZMASTER: design your own questions 

APD06 MASTER RACE: another arcade quiz game 

APD04 BALLOONACY: a good arcade game 

APDOI ARCADIA: an excellent arkanoid/brcakoul clone 

PDX243 MERV THE MERCILESS: arcade action 

PDX234 AIR WAR: war strategy game 

PDX144 PETTERS QUEST: a good plallorm game 

PDXI14 CARDS O RAMA: various card games 

DEMO'S & ART (£1.50 EACH) 
PDX73 PROBE SEQUENCE: long animation 
PDX145 PUMP UP THE VOLUME: music demo 
PDX220 NOT THE 9 O'CLOCK NEWS 3 (comedy) 
PDX2I8 NOT THE 9 O'CLOCK NEWS 4 (comedy) 



FRED FISH DISK FROM I TO 520 T.B.A.G.DISKSFROM1-54 AMOSDISKSINSTOCK 

CATALOGUE DISK £1.00 OR FREE WITH ORDER. CREDIT CARD HOTLINE (NOT SWITCH) 



0268 553963 



OR SEND ORDERS POSTAGE FREE TO ESSEX COMPUTER SYSTEMS, 

DEPT L FREEPOST. BASILDON, ESSEX SS16 4BR . 
(ALLOW 2 DAYS FOR DELIVERY AS FREEPOST IS 2ND CLASS MAIL) 

ALL OUR DISKS ARE CHECKED FOR VIRUS VIA OUR UNIQUE HARDWARE DETECTOR. WE ALWAYS USE 1ST CLASS MAIL AND RETURN NEXT DAY 
ALL OUR DISKS HAVE LOADING INSTRUCTIONS AND WHERE POSSIBLE AUTO LOAD MENU'S 
OUR HELP LINE IS OPEN FROM 9.30AM UNTIL S.3JIPM EVERY DAY 
WE ALSO STOCK HIGHLY DISCOUNTED ACCESSORIES FOR THE AMIGA SUCH AS BLANK DISKS. DISK DRIVES, PRINTERS 
DUST COVERS. MOUSE MATS, DISK BOXES (ALL SIZES) PRICE LIST WITH FIRST ORDER 
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REVIEW 



Rugby may be a game played by men with funny-shaped balls, but it's 
also shaping up to be the 'next big thing' for the end of 1991. 
Audiogenic is in first with its interpretation of the sport of gentlemen. 




WORLD 
CLASS 
RUGBY 

Audiogenic 
PRICE 

£25.99 

OUT 

OCTOBER 

GRAPHICS 



SOUND 



DURABILITY 



WHEN WILLIAM WEBB 
ELLIS first picked up the 
ball and ran with it 
during a game of football at the 
famous Rugby public school in 
1823, he couldn't have known 
that he had just invented a sport 
which would still be going strong 
more than 1 50 years later 

The international Rugby Union 
was constituted in 1871 and 
hosted its first international 
championship in 1884 (a 
competition which has now 
developed into the annual five- 
nations championship between 
England, Scotland, Wales, Ireland 
and France). Since then a parallel 
sport has grown popular in 
northern England (Rugby League), 
but it's the international sport of 
Rugby Union which Audiogenic is 
concerned with in this simulation. 

An unsurprising situation really, 
as the World Cup is just around 
the corner and the sport is no 
doubt going to grow massively in 
popularity over the coming 
months. 

The game itself is a simple affair, 
where a 15-man team attempts to 
carry an oval ball over the 
opposition's end line. The only 
trouble is that there are 1 5 equally well-built 
characters on the other team only too willing to 
prevent just that from happening. And although 
there is a very stringent rule book governing both 
how to get the ball over the line and how to stop 
it, this is certainly not a sport for the faint hearted. 

Maybe it's a good thing that you can now do it all 
with a joystick. 




PLAYABILITY 






WHEN THE PLAYER win* either a line-out or a scrum (as above), a 
number of tactical options are displayed and chosen by joystick 
movement. This feature will bring back memories for those of you 
who called the plays in Cineraaware's 7V Sports football. 



THE DEFAULT VIEW is from an overhead angle, with 

the currently controlled player marked by an arrow 
mm cursor above bis head (although not when the players 

S cl tms close). When a ruck or maul develops (which 

happens just about whenever the ball breaks loose or a 
[ player is tackled), both teams' packs leap into the fray in 

an at tempt to wrest the ball free and gain possession, 
j This is done by waggling your joystick like mad until the 

two arrows change to your team's colour and the ball is 

thrown out to your ^cruni hjlf. 
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RUMANIA CONVERTS a try! All types of 
kick are catered (or, be they penalties, 
conversions, 'drop goals' or during play - 
where holding down the fire button results 
in a good aid-fashioned 'up and under'. 





WHATEVER YOUR VIEW is on the sport, VorM 
vhange it, from the standard three-dimensional.. 



THE SCANNER IS ADJUSTABLE in both size and position, 10 
suit every player's taste (wonder where that idea came fromO 



IT'S DIFFICULT TO TELL whether 
rugby is actually a very complex 
sport played by master tacticians, 
or an unruly free-for-all with 
unsophisticated louts using a ball 
and pitch as an excuse to work out 
their aggression. Bearing that in 
mind, it's also hard to tell whether 
bringing the sport to computer was 
a real nightmare or a piece of cake. 
Whatever the truth. Audiogenic has 
made it look simple. Although 
there are a number of elements 
'borrowed' from previous sports games 
{Kick Offs scanner and the TV Sports 
Football options 



A winner, 
without 
having to 
'try' too 
hard 



display to name 
but two), these 
have been 
incorporated 
seamlessly into the 
flow and, after all, 
are only here 
because they were 

good ideas in the first place. The control 
method is completely instinctive - push 
forward to kick the ball, sideways or back 
to pass it - and the action is non-stop. 
Which brings us neatly to the one and 
only problem - the joystick waggling. 
Rucks and mauls are an integral part of 
the game of rugby and so, quite rightly, 
they play a very important part here. The 
only trouble with that is, if the ball gets 
bogged down in the middle of the park, 
you can go from one bout of waggling to 
the next and the next without having a 
chance to pause for rest, which gives the 
computer player an annoying advantage. 
But that's about the only problem, 
otherwise World Class Rugby is without 
doubt the definitive rugby game. A must 
for devotees of the sport and well 
recommended to the rest of you into the 
bargain. 



0 * 



% it i 



...TO TWO-DIMENSIONAL (note the angle of I he sidelines)... 




...TO A DISTANT 'blimp mode', which allows the curious to sec four times more 
of the pitch than the standard view (in either two or three dimensions). This scries 
of shots is also a good illustration of (he line-out. 



Ciaran Brennan 
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Fast and Friendly. 
We're Number One for Amiga P.D. 

Membership and FREE Catalogue 

with orders over £5.00 - 99p otherwise 
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AMOS Licenceware 

PD6 Pukfidu reviewed in CU 
LPD7 4-Wey Links, excellent! 
LPD8 Work and Play, reviewed 
LPD11 GoiGetter, reviewed 
LPD17 Dogfight? Upto 8 
playersl 

LPD20 The! Work Factory 
All 1 meg wcept AL7 



Pollysoft Licenceware 

PLl Space Blob - platform 



game 
PL2 Mr Dig 
(Dig-Dug) 
>L3 Q-Bold 



- 1 meg 



- Tetris clone 
PL5 Subculture - R-type 
clone 1 

PL8 FuntimeU^Educational 
PL9 Funtime 2 -Hftucational 



Computer Lyfyt #23 

Fantastic computer mjg News 
reviews + Spectrum Emulator! 



Send Crteques, PO's, 
Eurocheques to: 
PREMIER PO, Dept ON1. 
15 Croxteth Drive. 
Raintord, 
Merseyside WA1 1 




Prices: 



= 



PD Disks 99o per disk 
AMOS Licence ware 

Rift Licenceware 
^nx disk magazine 

1st Class Post 
Postage UK 60p World E2 



E3.50 
£3.00 
El. 50 



TROUBLESOME 

FAULTY AMIGA?!! 

Quality Amiga Repairs 

From only £23.50 inc. return 



' FOR SPEED, FREE POSTAGE 
+ PEACE OF MIND 
CALL FOR OUR FIXED PRICE OFFER 
ANYWHERE IN THE UKI 



UNIT 25 
BRIDGE PARK 
HARROW 
ROAD 

BREN1 FIELD 
NWIO ORG 



Ring Repairs Hotline 
STAR ASSOC- Computers 
Wembley 081 961 5366 




AMIGA 
MEMORY 
UPGRADES 



COMPUTE-A-RACE+ 

THE HORSE-RACING PREDICTOR!' 



'...Brilliant piece of software ... Never had so many winners...' 

- Mr. B. Worthing (CR + User) 

Written ■ickiinah/ 1<y fi« Amiga Compote -A-flet a + Mm 
Unrivaled accuracy and unbeatable value'' Iwn yean nt 
ct»iiini Diai lemma and tace anaK/in hat enured accural* 
lorcMbng of ootn flat and National Hum race* 
hraturmg a unique RACE flEVTFW onoon «hnn ncludei raca 
teiu'l end individual ratingt. optional text comm emery, race 
iiatriiici, and a full Ddge summery kiDi Compute- A Tip and 
Betting Adviie 

PLUS uperb BET StUCIOfl. Bff UlCULAlOR. IIP 
STATISTICS. NOTe-BOGK anil On-Streen HELP fiti'iMt 
Compute-A Raca< can Uiurun you' oddi of beating the 
bookiei 1 IA» featured in The Sporting We'J 
Cor-pute A-Race--XI7W (AMIGA Only) 
I Pure hate include) Special Of lei' id buy future editions tor onfy 
DiO) 

CHEQUES/PO PAYABLE TO HANDISOFT 

HANOISOFT. 37 Hearsall Lane, Soon End. 
COVENTRY CV5 6HF 




£12.99 



G.P.S 

(Computers) Ltd. 
Tel: (0268) 782949 



All item* include postage 
and are sent 1st Class 
insured post. Please add 
Eh for 2/3 courier 
for li.irdw.irc. 



AMIGA A 5 00 Cartoon Ck 



AMIGA HARDWARE 



iicspack • A501 



AMIGAA500 Screen Goms pock * A501 ™ 

AMIGA A500 Standard Pack (Limited Quantity) 

AMIGAA500SlandardPack • A501 _™_ 

AMIGAA500 *- A501 + Philips CM8833/2 Monitor 

AMIGA A 1 500 Base Un.t * Software 

AMIGA A 1 500 Base Unit + Software + CM8833/2 

A590 20MB Hard Disk ♦ OMB RAM 

PHILIPS CM8833/2 CalourMonilor ► Cable 

ROCI EC Slimline 3.5'' External Disk Drive 

ROCTEC512KMemoryE»ponsion . Clock 



£369.95 
..£369.95 
£309.95 
.£339.95 
.£574.95 
£659,95 
£879.95 
...£279.95 
£238.95 

£59.95 

£34.95 



SPECIAL OFFER. ..WHILE STOCKS LAS 



AMIGA A500 SCREEN GEMS OR CARTOON CLASSICS PACK 
+ MOUSE MAT * DUSTCOVER * JOYSTICK + 10 BLANK DISKS 
+ TENSTARGAMEPACK . DELIVERY £399.95 



CONSUMABLES 



1 OSONY BLANKDISKS — ,. , , £5 95 

25 SONY BLANK DISKS £1 1 .95 

50 SONY BLANK DISKS £21.95 

1 00 SONY BLANKDISKS „ , £39.95 



AMIGA A500 METAL MONITOR PLINTH 

P05SOBOXES HOLDS 1503. 5"DISKS 



£24.95 

£16.95 



AMIGA SOFTWARE 
PRICES 

£19.95 £13.95 

£24.95 £16.95 

£29 £19.95 



OFFICE HOURS 

MON-FRI 10.00-7.00 
SAT 9.00-7.00 
LATE NIGHT 

THURSTIL 9.30 



Please nuke cheques 2nd postal orders payable to: 
GPS 

PO Box 571, Ra leigh, Essex, SS6 9NE 
CREDIT CARD HOTLINE: (0268) 782949 
Stocks subject to availability 

NEW SHOP OPENING SHORTLY 




DIAL-A-TIP CHEAT-LINE 



for cheats, tips, pokes and 
secrets on all computer and 
console games, ring now on 

0898-10-1234 

From Ireland Dial 

03000 21244 

Updated weekly, 
Live Computer Helpline: 

0898-338-933 

PRIZES FOR BEST CHEATS, TIPS, ETC. 

INFERNO 

Interactive Phone Games 

£100 PRIZE 

NOW ON LINE 

0898-442777 

Send to: PO Box 54, Southwest Manchester M154LY 

Proprietor Jaquelme Wnghl 

please ask permission ol the person who pays the bill, calls charged at 33p 
per min Cheap Rate 44p per mm al all olher times. 
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WILD 
WHEELS 

Ocean 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 



SOUND 




DIFFERENT 
POINTS arc 
awarded 
depending on how 
close you arc lo 
(he goal when you 
lei (he ball fly. 
Don't get loo close 
(hough - actually 
entering (he goal 
area is fatal! 




BONUS TILES 
APPEAR on the 
arena's floor - 
S/vedball'Stylt. 
The specific nature 
of each pick-up is 
flashed on screen 
on its appearance. 
The ac(ualuseof 
these varies 
wildly, with a long 
list including 
vehicle add-ons, 
extra points, tiles 
lo slow the 
opposition's cars 
down, tiles to 
speed your own 
cars up and so on. 



Imagine a futuristic 'footie' game, contested by heavily-armoured cars 
instead of human players. Well, you can stop imagining now, as Ocean 
proudly presents... 





THE ONE'S FIRST CONTACT with Red Rat software came 
way back in the early days, when Mandarin Software 
released the superb Lombard RAC Rally, conceived and 
programmed by the team (and only re-released on budget 
last month). 

However, the only game that we've seen since then was 
the technically accomplished International Soccer 
Challenge (published by MicroProse), which looked great, 
but sadly lacked in gameplay. 

Now, however, the boys are back, combining the themes 
of their two first games into one neat package -anyone 
fancy a spot of footie played with radio-controlled cars? 

The basic principle here is to score more points than the 
opposing player. Sounds simple enough? Well, it is and is 
isn't. You don't only score goals by putting the ball into 
the other team's goal, you also receive rewards for 
destroying the opposition's cars and collecting pick-ups. 






THE ACTION STARTS when a steel ball 
is shot in a random direction from a hole 
in the centre of the play area, f-rum here 
until the final hooter U sounded, it's up to 
you to chase after it and attempt to gc( it 
into your opponent's goal by pushing it 
with the customised 'cow-catcher' built 
into the front of your vehicle. 





STAY AHEAD OF THE GAME and keep 
up with what's happening all around you 
by careful use of (he miniature scanner 
situated to the left of (he main screen. 



88 ■ TH 
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AS IF GUIDING ONE BALL around wasn't hard enough - the multi-ball feature splits it 
into four, with each ball equally valid until the lime limit runs out. 

SOME PLAYERS MAY FIND 
2D mode a little easier to 
follow, although swapping 
the fetching three- 
dimensional graphics for 
small oblong blocks docs 
wipe out some of the 
atmosphere. The advantage 
of using thb view is that you 
can see more of the pitch 
(especially what 's going on 
behind you), but careful use 
of the scanner in 3D mode 
does this job just as well. 



WH AT DO POINTS 
MAKE4 That's 
right... better cars! 
While you have to 
begin your first 
game with (he basic 
Shrimp vehicle, 
gather enough 
points and you can 
swap it for more 
advanced vehicles 
with better 
acceleration and 
tougher armour. 





THE TADPOLE costs 2,200 points. 
It's pretty fast as it goes, but loses 
out in the armour department (and 
is also prone to stalling). 



THE CHEWEY costs 5,250 points 
and is a 'snappy' little goer which 
causes terror everywhere. Also 
requires o full licence. 




3400 



COSTING 3,400 POINTS, the Lynx 
'A' Type is designed for speed and 

scoring goals. Powered by a GE 
J79 Jet Engine with 5mm Cnobham 
Armour, this one requires the 
driver to possess a full licence. 



6SOO 



TOTALLY FIRE RESISTANT.the Hot- 
Rod costs 6,600 points. It also 
comes with extra life insurance. 




THE STATUS SCREEN appears after each game to keep you up 
to date with your current stale of affairs; how many points 
vou've scored, what peripherals you've picked up and your 
current vehicle. 

FIRST IMPRESSIONS are very 
dangerous things. This is especially 
true here, for although Wild Wheels 
is quite tricky to get to grips with 
at first, it really has a good deal to 
offer if the player is willing to 
spend a little time working out just 
what exactly is happening in what 
initially seems like a confused 
scramble. Hang in there and you'll 
be rewarded with a fast 
frustrating, finicky and, above all, 
funny game which combines a lot of 
action with a little bit of thinking - nice 
mixture. The arena is a little bare, but the 
cars are gorgeous and there's a real 
feeling generated c-»*«* «J 
that you're raSI atlO 

playing inside a f UTIOUS 

environment. The 'footballing' 

sound effects ftoliCS 
aren't exactly 

ground-breaking, but they do perform the 
important task of letting the player know 
what's going on around him (one sound 
means that opposition has scored, while 
another means that there's a pick-up 
available and so on). The game itself is 
supposedly a a team affair, but the rest of 
your vehicles are so stupid that you'd 
almost be better off playing on your own 
(the amount of times that you have the 
ball and are heading for goal, only to be 
knocked out of play by one of your own 
players is just a tad frustrating). The 
ability to pass the ball from car to car 
would have been fun, as would driving up 
the sloped walls (a la Buggy Boy) and 
even a two-player option (which is only 
available via null modem for some reason) 
- but why harp on about what's missing 
when what's here is so much fun? Wild 
Wheels isn't going to keep anyone glued 
to the screen for hours on end, but it is 
going to bring them back again and again 
for short blasts. Which is more than can be 
said for a lot of games these days. 



Brian Nesbitt 
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Eagle 



FT WARE 

118a Palmers Road 

New Southgate 
LONDON N11 1SL 

10 am -6pm 6 days -6 lines) 

Tel: 081-361 2733 
(Faxline after 6pm) 




ST & AMIGA BUDGET TITLES UNDER £10 
30Pod 1796 Farkaay World Oray £496 RoadBlasler _...£699 



3 5*oogae .. — .. 

Aflertunar 

Arkanod II 

Boat 

Baiieu 

toM*>ll 

OatTOnCapodQuMdir 

Qeaffi VcHey 

Bcoj Money 

Cafal (Amga orty) . 

C*oma Gamea ,— .- 



Geuntt II E63B RoOet Range 

£699 Hard DrMn' 1690 RTypo 

£698 HWi Kker 1 * Ckifla io 'jaat, £6» Run The Gtuilfl 

1898 Hong Konp. Pheey 16.98 5.0.1 



£396 MostBges 

£698 IK. 

£698 hipM*« Uwon H ... 

£698 JemeiPond 

£898 KjdGWvea 

£698 Ml 

£698 1*0 Hnja l 



CemerCorrrnertj 1899 Lomofrtf RAC K*y 



Oo>d Kjigoan ... 
Colorado 

Contrtental Croja 
CfiryCori — 



£699 uouaJactaaiUtaiMlar 

I69Q HewZeeBrdSKry 

£6 98 Nanh & Sco* 1 

17.98 OU Rift 

£690 OperaKii Wdl 

£699 PMSfffl 9id 



Dd-lr* 18.98 PhOon Parrt lAmga Oly) 



. 1690 9iadowolr>e5eifii 

16.90 ; .• 

.1698 SttdfePurACab ... 

£698 Sky Crane 

. 1690 Speadbal 

.£690 9ayi 

. £698 Super Hang Cn ....... 

1698 S-WBlarje 

1699 ThirrtmrtLt 

1698 toottrf _ 

1698 TV Sports Fooltal 

£6 98 VlQiarne... 

£698 WalertM „ 

£899 WirvcrtFury 

£'99 WtiMl 



DokirtJerolfieCro-n ... 

DefofB*Earti 

DSuie Slip Pt*B 

DoubeOragen. 

Papon Ntraa 



£898 RtfOOR 16 99 WC Leadetoanl 



£690 PWalcr 

1690 Rambo III 

£69B fled Heal £699 Hart 

£690 RaookrtonlOt £699 Zort 



1699 Mncnll — 

£6.99 Zort I 



£699 
£699 
E698 
£899 
£699 
1699 
£858 
£898 
£899 
£699 
£6.99 
1699 
IE 99 
£890 
£699 
£890 
£690 
1690 
1699 
1899 
AM 
.£693 



TOP TITLES 



ST AMIGA 



H,* Meg Upgrade • Clock N/A 

1 Meg Crtcfcel - 

30ComHjc*onfil 
40 ScKrt Bonofl 

esaSubAllac* 

AlOTs* titer 

Acion StaDom 

ADS 



M £1999 
.£2959 £2699 
£1699 £1699 
....£1698 11699 
. .. £21 98 £2198 
.... WA £1699 
.... £1990 £19.99 



Mam . £1599 £15.98 



A»an9arm 

Al(*ia Waves 1 

AHorod DeMny , 

Aiwirg SpoWnan 

Amos 30 

Am« Compiler....- — ._ 
Amoa The Creator _ 



£1699 £1699 
£1539 £1599 
NVA £21 se 
£15.99 £1599 
N/A £23.99 
N/A £1999 
N/A £3698 



ArmcugaMan ...... 1)599 £1599 

ATFII £1698 £1699 

BacktolheFuajrelt —.£1599 £1539 
B«* » the Golden Age £1699 11639 
6«ndril0ngo(Anc.Oina £2199 £21.99 

Bail* Tate 111 — £1699 £16 99 

BA.T. £2299 £2299 

Battle Cheea £1599 £1598 

fiafleCneult £16.90 £1690 

Baflle Command £14.99 £14 90 

BaBlBKa«»l942 £1699 £1690 

Bale Master £19 98 £19 99 

Berayol £1999 £1990 

&0 Run £1699 £1699 

B>l and Ted'i Advonluni ..£1698 H699 

B*wfl Simulator II £1699 £t 6.99 

fiitylheftd £1499 £M9G 

i - ■ _ £1999 £1999 

BontoBob £1690 H699 

BrarElaBty £16.98 116.99 

Bral £16.99 £1699 

BuokRogefi 119.90 £1999 

Cad** £1650 11699 

Cadaver -I* pay on — . £1098 £1099 
Cadaver -BieLaai Supper £1099 H099 

CaOr*e .__ , £1599 f 1539 

Cwaewt £1799 £1739 

Com Up £1598 £1590 

C«CiGT4Rally £15.98 £15 90 

Centurion , £1699 £1699 

GaaiSlnVe&a* £1699 £1699 

Campion of r>« Raj 11699 £1635 

CnaseHQ £14.99 £14 90 

CtawHQII £149611498 

Owiitfs Revenge £1699 llfcSfl 

Q»MChaienoe £1699 £lES9 

Chuck flock £1699 £1650 



TOP TITLES ST AMIGA 

Chuck Yeegon AFT £1698 £1698 

CYiArCombal £2099 £20 99 

Co*NarneWtMa9iid. £23.99 12259 

Cohort £209912099 

Cotofi -— £1999 £1998 

Corporation £1098 £1098 

Crime Wave — 11699 £169) 

CnmlotaCciTM ..— £'699 £i696 

OyiUBo'Artxni 11699 £1699 

CytaBConDI „ £1699 £1699 

Oa«/ivr - £1599 £15.99 

Das Bod -, £2198 £21.99 

D»nofThun*r £15.99 11598 

Dorwak H998 £1999 

Daukra - £i63B £1699 

Oouc* Oapon M £1690£i699 

DraaonWari £16.98 £1690 

Qjr> Tito Quel £1690 £1699 

ELF . £1599 £1599 

Bv«MsmaaolOarX- £2199 £21 99 
FJv^llJi-aoICertwrus £2399 £2398 

••>• _ 11499 £1499 

Bjro&xflVague — £1498 £U99 

Eye ol tne BdoOar H998 £1999 

FHTom Cat — £1899 £189B 

F15Sir*e Esofell. 

Fi6Comba Piia 

F117A SWiVVi FtOtl* - 

Fl9S«jitiFigniif ._ 

F29 Ra^aicr ___ 

FaktOlABanUtAoVlurBl 
Fate ol ADanH (AfGaSW 
FeuaJ Lcrta 



TOP TTTlf S ST AUOA 

Harpocn (1 Ueg) £l9» £1998 

Ha-k £1999 11999 

naro'i Cues) (1 Moo) ..... 121 93 £21 99 
Hero * Que* (Grwrtin) .... 116.90 £16 99 

HlSmwi BAM £16.90 £16 99 

tone Alow kVA £23.99 

Homy Zonttea ., — £1690 11699 

Hjrjjcn Xa«k £1598 11598 

rUW _.. £2099 £2098 

mrcrtaH £1598 £1599 

knpenum £1699 11699 

ftfcamttaa 500 £1699 £1698 

ktknaplcr £2699 £2599 



icnlnrt 

kisttoa 

Jta Unhmied Opart - 
Jahargr lOnnl SoiaVi 
JfrnyVmntiMWl-nO 

oipnas MailartrkrB 

HO Off it (l Meg) 

<«» 0" ii (5 Mag) 

ItaWVAfiWigTaao 
KltngCkxJd.. 



£15.99 £1599 
£1499 £1499 
.. KJA £1098 
£1698 £16.98 
11699 £16.99 
.. 11690 £16.90 
.. 115.99 £15.99 
.. N/A £1390 
. £998 £S96 
.. £1699 11598 



final Blow .... 
final Conlid 
final fight 
final F»flhl ». 
final Wtutie 



£2399 £2338 
£1698 £1690 
121.99 £21 » 
£19 99 £1990 
£1499 £14 99 
N/A £17 98 
N/A £1799 

£1698 £1698 

£1699 £1690 

- 11698 £1693 

11698 £1699 

£1699 1)699 

19.98 £998 



R^jrtloir-BlnlnjJw £22.90 12299 



FomPliy . 
Fuiye Baiebal 
Qaundai « 



GenyiiKhan 

Gc"ytbunj 

<Jo» 

GoOfnAu 

Gotten Shd 

Gonam Goocn Otto 

Grand PiU 

Guncca 

Gurohip2000 

Man) Ovtn U 



£1539 £1599 
£1699 £1699 
£1690 £1699 
11699 £1699 
£2199 12199 
1)898 £1898 
£1590 £1599 
11699 £1699 
£169911699 
£2)99 £2199 
12399 £23» 
£219912199 
£219912199 
£1599 £1599 



KJlno Game She* £1699 £1699 

King* Quasi V £7699 12699 

unght of IW Shy _. £2399 £2399 

l*H UnjaH £1699 H699 

LpourtSrfUnyll £2599 £2599 

Lemmngi £1590 £1599 

IrtfcrlFre 11699 £1699 

L* 1 Da*H £2099 12099 

Loocal £1638 11698 

K* PaW ■ £H 98 114 99 

iDUaEaprl £1599 11599 

IdmTurtxOiaHencjall. £1699 £1699 

Ul Tank Plakxn .. _. £1999 H999 

MadProlnMOfMcnarly ..£1596 £1598 

■MgraMtoSorci H999 £1999 

UanUU Europt £1699 £1699 

UasiaGdl 12399 12399 

Match Part £1699 D699 

Mauo* ttland £1699 D699 



TOP TITLES ST AMIGA 

Monkey Wand 115.99 £15.90 

MonkayWatMlll „.£1&99 £1699 

Mjder £1696 £1699 

IMof £1598 £1599 

Uyt) £1596 11599 

Nam 1965-1975 £2159 £21 99 

Narc £14» £1490 

NavySaaB £1499 £1490 

NavwsnrtngSttyll £1699 H699 

Nnjnuhifl £1689 11699 

Nnnflantt ., 11499 £1499 

N*o „ 11699 £15.99 

Oparalcn Steatli £1699 £1699 

OponucfiThundotol .... £14.90 £1490 

Outw&axipi £16.99 116.99 

Pang _ £14.96 £14 90 

Panu OckKuang £1699 11699 

PGA Gdl Tour N/A £1656 

MoMr - £1699 £1699 

PWkng £1499 £1499 

Pocoas-Sm Cty £2190 £2199 

Powerhouat . -£1898 £1899 

Pmlakxll , — £1599 £1596 

PP.Hantw £1699 1)690 

Prohtilor* £1699 £1699 

ProFkgnl £3099 U0.95 

PnjTanmToufll £16.96 11699 

PrreeolPerw — - £1599 £1599 

Punne 114 96 114 99 

Rain*) Tycoon £2499124 50 

Ranbow Ulandi £1499 EU90 

R81.2BaMbal £209912090 

Re*r»___. £2099 12096 

Rod Baron , £2399 12390 

Rtnsgrio (Con-op MW .11*99 £1496 
Ri* Oangoraa II 
flow Hood 



TOP TITLES 

SmaahTV 

Spate Ace - — 

Spool Gun _______ 

Space Oueoi IV 

SpoedOflin - — 

SortdEicaibur 

SlarConW 

SJkarTnakV 



SPflor It . 

SuporCarili 

Sur»MonacoGP 

&i par Of Road Haong 
Super Space 'nvMorj .. 

Supremacy 

Skip ^ 

Swvnaadeil 

sww „ 

Team Suzuki 

Toort) Yankee 

Tormr-a(of II — ... 



Moga-lo-kUu 

Merown Cok», . 

Mora 

■ Ma-»en 

MelMMuUni 

wd-^hi RoMtmot . 

m*mv 

Winter II ._ 

Wg 29 RiKrum ,__ 
Mocraiiine Racon . 



£2099 £20.99 
[20 i- Q09S 
UK H E2C ■ 
1)699 £1630 
11699 £1699 
£1699 £1699 
£1499 £14 99 
£1996 £1999 
123&8 £2399 
£2199 £2199 
£1599 £1599 



Robooop .... 

RODOCOplI ™ 

Rod land _ 

Rdin'Ronny _ 

RTypoll 

S wQiEnipre 

Seaololf<eS4verBlua 

Shsdo* Dancer _ 

Shadow crliheBoasI U . 

3hBCo*Wamor 

SlerMSorrfcell 

S#d Eanh 

Smpaom (5 Meg) „ 

SmpsorB 0 Hag) £1596 £1599 

SkiwOaj . £1699 £16* 

S. J A CroMbonas £1699 £16.99 



H699 116* 
£1699 £1699 
£13-99 £1399 
£14.90 £14.99 
£16.99 £1699 
£15.99 £15.99 
£1699 £16 96 
£1999 £1999 
121.96 12199 
£16.96 £1699 
£1599 11999 
£1499 £1496 
£2399 £2399 
£1699 £1699 
£1599 £1599 



Tool Drive III 

The* Finest Hour „ — , 
The* Fewi HmIop . - 
Trur«Jo<ruiokAH-73M.. 

Thundor JM 

ToW 

TonaklioWamcr 

ToURocaJ 

Tournament Gee" ~ 

Tumean II 

ultima Martian Droami 

UTima V .- 

UHmaVI 

iwmaeHido 

UMS II Planet Editor .. _ 

under PrBsaire 

UnHoet__ — i — — 

UNSouadran 

Un»x>chab« 

USS John Young 

utopa 

Vendono _„„„„^ 
Workxk tne Avenger .... 

WarZaii 

White Doati 11 Megl .. 
VfldWhooh — 
VVrg CommaWtr II 

WiW 

Wrjpack 

Wanoertand 

W.Wf 

ZiKru 



ST AMIGA 

.11599 £1598 
.12699 £2699 
.11599 £1598 
£2699 £2699 
£1596 £1539 
12096 £:«* 
. N/A 117 .96 
£1690 11699 
.£1799 117.90 
11599 11599 
£1599 £1598 
11639 £1699 
£1599 £1558 
£2099 12099 
.. £20.99 £2099 
..£16.99 £1699 
..£15.99 £15.99 
..£15.99 £15.99 
£1539 £15.99 
.11999 119.96 
1149911499 
.11599 11599 
-£1999 £1999 
. £1999 £1996 
12199 £2199 
.11699 D699 
..£1499 £1499 
..£1599 £1599 
£1499 £14.99 
11696 £1699 
£1599 £1599 
,. 12099 £2099 
. .£1999 £19 99 
£2099 £20.99 
11699 HE 99 
-12396 12399 
11739 11799 
. H699 H699 
£1539 £1599 
£1499 £1499 
..£1699 £1699 
...£20.99 £2099 
. .£1699 £1699 
.. £14 99 £1499 
£159611596 
. £1999 £19 .99 
. £14 99 114.99 
. £1996 £1996 
. £14 99 £1499 
.£1999119.99 
. .£19 99 £19 99 
£1599 £1599 
.£1699 11696 



MIND GAMES onry 11498 

Vnrtoo. ire Cfrfci in Eutih 



EDITION ONE odftlLB 
QxfcM Cngoi, Xancr. On n trtng em Strvtr- 



PREOOUS METAL only tUM 
tgm, dot' Bum fift Cv» W amioc 



VRTUAL WORLDS only I2QB9 
Onr«. Isur. Ewbm. Cm una. If* Oypt 



BX> DEAL only £20.96 

On CtCaO* T"_Tnn ClPi aid KH UO PlMr 



WHEELS OF HRE only 1 13.96 
Hire Onm*. Chaw HQ. P onroin wa 
1iiT»Cvnn 



THE WINNING TEAM arty 11899 
Eaapa to PWOt Heroin, APA nn. 



FLIGHT COMMAND only H 2.BB 
t)i">w Swm Rrt» "Wf*. 
Laraavr. 9r> F« ant Say One 



DOUBLE DOUBLE BILL 
AUGA only £2299 
Tv fcru Foocail. Lgrro f tii n*og Sr. 
l.vfil'juM'rrrp 



RST OF FURY only £1696 
. ■ ■ i ■ i ■■■ Hi. S-»no> Hi"» W«"om 
DOuCaa Capon I 



POWER UP only £1699 
Mtvw) Baul tUnbo> ■ r C X O.'. 
OiimHQ Turrtian 



FULL BLAST only £17 J* 

QictOO SO. fl<» Dtogvon, HQwtt PiTO 7, 



PLATINUM only 11609 



UGHT FORCE only £1499 
BoCniiaiga. K-. Vow. ■nBH-Tjo* 



VRTUAL REALITY 1 only £21 91 
U««Tw. Cama- CWrr-** Sun CrtUr 
;.iry<x H *l Soear OWOng* 



TEST DRIVE II COlLECTWai 

AUtGA enly £2099 
UumM CM. CW 'an * OUanje. 
br«-'i Oilmji. UjH. &igm Cm 



BJO BOX only 11699 
Cwra" BooO 1^ I*i onma Mocn.Srtn Cmr* 
larioeCuaaa GubOttPui. FWe SiVm Dtfl 
KrypHn Eds -»i"»-g Jjomr. BoBo. Hmib/h 



POWER PACK only £1499 
lanor J. IV ten Fooiou. Boooaycn aw 

l ii-(U'T1HjI f 



HOLLYWOOO COLLECTION only £16 
ReBoCeo. (XoUuftn ?. r*0*ni irt 



ADCHCTEDTO FUN RAINBOW 
COLLECTION only £13.99 
He* Ztuml Soy. Bu3W Sum*. 
Rtt-Ooa Umra 



CHALLENGERS only 117.96 
«e> or. supr su. >■ <r 1 - tvw, 
Cam rc Srxv 



MAGNUM 4 only II 7.86 
AlUTOurntr, DouOtr Omoo-. Cwii ji " j'. 
are Bwntn Cac«d C-^urOr 



TMT only 11596 
aruDnga^Spri 



HEROES onry 116.90 
OvMnai I r..n . . u u i -\ Star »n 



VfTUAL REALITY 2 only 1)7.96 
V-'-l MM W««0 Cwna. H*aoiuion lOi 



Please make cheques and P.O.'s payable to Eagle Soltware . P+P is Included in the UK. Orders under 
£5 please add 50p PSP per fiem. Europe: please add £3 per Hem, Elsewhere add £4.00 per item. 
II the title yo u want is not listed please phone for prices. Free catalogue now available - please phone 
or tick box. ) | 
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Can US Gold bring the power of Capcom's mighty beat 'em up to 
the small screen? Read on and find out... 



Wnefl 

REVIEW 




HAVING SERVED HIS TIME and made it to the top 
as a professional wrestler, the mighty Haggar 
decided to find himself a quieter career. 

Now, while most people would have chosen to 
work in the local Supermarket (or to get a job as a 
game reviewer on The One), Haggar instead 
decided to run for Mayor! 

What's probably more surprising is that he 
actually got the job. 

It seems as though he's made a few enemies in his 
new post though - not least of which are the Mad 



Gear Gang who have just kidnapped Jessica, his 
sweet cherub-like daughter. 

Haggar cannot and will not tolerate criminal 
actions - especially when they're committed on his 
own family, so he decides that the only course 
open to him is to go out and rescue her... 

This is no easy task though, even for an ex- 
wrestler who's built like an ox, so Haggar calls upon 
his old buddies Cody and Guy to help out. Now the 
threesome are ready to go - and all that's left is for 
you to decide which one to be and hit those streets. 



FINAL 
FIGHT 

US Gold 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 




SOUND 
DURABILITY 

■ 

PLAYABILITY 

% 

OVERALL 

80°/< 



THE SLUMS ARE FULL of evil 
hoodlums, hiding in doorways 
just wailing for their chance to 
put you in a world of pain. 
You're not unprepared though, 
because the tremendous trio 
are armed up to the teeth - 
mostly with their arms and 
their teeth! So that you can 
keep up with how much 
damage you're causing to each 
other, there's an energy bar 
prominent at the top of the 
screen - allow this to run out 
and you've wasted another of 
your precious credits. 





EACH PLAYER HAS his own 
'special move'. Haggar is 
armed with a handy Pile Drive 
and a Rack Drop, both of 
which arc activated by pulling 
down on the joystick and 
pressing fire (the Pile Drive 
comes into action when the 
opponent is in very close 
range). Cody and Guy are 
armed with the same 'special 
move' - the mega-destructive 
Circling Flying Kick. 



IF YOU FIND KICKING and punching your victims to death a bit 
tiresome, you can always pick up some steel piping or a knife and 
use that to break the monotony (and. or course, a few skulls). 
These weapons are concealed in the barrels and are revealed by - 
would you bclievei - more brute force. Watch out when you're 
using a knife though - thr bad guys can use them too. 



IHL ONE OCTOBER I ')') 1 
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®ne 

REVIEW 



HAGCAR IS THE 
BIGGEST of them all. 
weighing in at 2971b* 
and reaching up (o a 
massive 6.64ft, As 
you already know, 
he's an cx-wrcstler 
and his specialities arc 
the 'back drop' and 
the 'pile drive', but he 
can also bring flying 
kicks and traditional 
punching into play. 




1 



CODY IS THE 
CROUP'S softie. As 
Jessica's childhood 
sweetheart, he's got 
more reason than most 
to complete this 
mission though. His 
claim to fame is that 
he's a First-class martial 
artist and a dab hand 
with knives. Cody's 
moves are punching, 
the high kick and the 
circular flying kick. 




LAST, BUT 
NOT LEAST, 
of the trio is 
Guy. This 
miniature 
marvel is a 
master of 
Nin|itsu and 
has perfected 
the same three 
moves as Cody 
- although he 
delivers them 
quicker. 






THERE'S MORE TO THIS TOWN than 
the streets. At one stage you have to step 
into the ring to battle ii out with a 
Samurai Swordsman. This may sound a 
little daunting, but with the backing of 
razor-sharp hands and steel-piercing feet 
you've got no worries - unless he hits you 
first. This is just one of the end of level big 
guys, others come in the shape of bent 
policemen and wrestling 'wire-heads'. 






fOM CAN SEE, 
graphical 
rences 

yeen the coin- 
op and the 
computer version 
aren't all that 
major, except of 
course for the 
original's extra 
colours. 



DAD GOES TO RESCUE DAUGHTER, 
takes a few mates with him and 
meets half the world's criminals 
along the way! Not exactly a tale 
of everyday life, but it's as good a 
plot as you're going to get for a 
beat 'em up. Final Fight is a great 
coin-op, the size of the characters, 
the quality of the visuals, the 
variety of the moves and the 
differences between the three 
main heroes make it stand out 
from the pack. The conversion doesn't 
quite capture all of these elements: while 
the graphics are excellent and all of the 
three characters are included, some of the 
original's features have had to be left out. 
For example, some of the more complex 
fighting moves have disappeared and 
there's no real . - - ■ 

Just the 
ticket for 



pixel- 
bashing 
psychopaths 



difference 
between the 
three (while in 
the coin-op 
there are some 
characters that 
can only be 
beaten by one 

or other of the gang). That said though, 
the computer version is a good blast in its 
own right, the graphics are great, the 
music and sound effects top notch and it's 
action all the way. As you'd expect, when 
you put characters of this size on a screen, 
there is occasional slowing down of the 
action, but this only happens when there 
are numerous opponents on screen at 
once, so if you kill them all quickly this 
shouldn't be too much of a problem. 
Despite the fact that there seems to be a 
new beat 'em up released every month, 
there aren't very many around that 
actually stick in the memory. The only one 
that readily springs to mind is IK* - and 
although Final Fight doesn't quite reach 
the dizzy heights which that classic basher 
attained, there's little doubt that if s 
going to stick in the memory. 



Jools Watsham 
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HE ONI (X IOHEK It'll 



WiiLaJMaCub! 





This must be the most advanced off-road bike 
si It's automatic, so ifs easy to ride, and its 
weight design and futuristic styling make it 
out from the crowd! The Cub would cost 
1 800 to buy, but we're giving one away!! 




cd a Honda 




a 



Kawasaki 



MTSOSfeJ JS440 




The MT50S Honda is the best bike for any 1 6 year 
old who wants to hit the road in style! I It has an air- 
cooled 49cc 2-stroke engine and a Motocross style 
frame, seat and tankl To buy it you'd have to pay 
I £1 300, but 1 phone call and it could be yours! 




The Kawasaki JS440 is one of the best Jetskis 
you can buy at a cool £2500, but you could 
win one!! Jetskiing is going to be the trendy 
sport of this Summer, and you could be there 
first with our brilliant competition!! 










Machine! 



nbail is no under-achiever, its a bimpsons game. 
Yup, people all over the country have been flipping 
over this machine, the biggest pinball craze in years! 
And if you fancy pocketing this £2500 prize, then just 
get on the ball and call the number shown below!! 






Calls cost 34p (cheap rate) and 45p (at all other times) per min incl VAT. For list ot winners send SAE to:Pepperoni PO Box 2065 
London, W1 2 9JH Please ask your parents permission before you call. Average length of the call is 6 minutes. 



COMPETITION 





WHAT IS THE most annoying 
thing about the Amiga? You 
can only play games against 
one other person. What's the 
second most annoying thing 
about the Amiga? Having to sit 
and watch someone else play 
a game because only two 
people can play at once. 

Bui now all that could be at 
an end if you manage to get 

Sur hands on one of these 
and new four-player packs 
from Tecnoplus. Each Team 
Sports pack contains: 

•Four Quickshot 
Joysticks 

• A Four-Player 
Joystick Adaptor 

• Pro Tennis Tour II 
(four-player version) 

• Man United Europe 
(four-player version) 

And we've got two of these 
packs on offer to the readers 
who can answer this question: 

With which of these 
things do** the 
number four best fit? 
a) Stoogef 

h) SMKOIU 

0 Wonder* 04 Tft* W*rM 



A TEAM SPORTS 
FOUR-PLAYER PACK 
FROM TECNOPLUS 



holder, o mouse mat, a joystick, 
five blank disks, a 'file-a-disk' 
label set, and a copy of lotus 
Turbo Esprit Challenge. 

You should be able to get all 
of these from good retailers, but 
if you have any difficulties or 
you want to find out about the 
rest of the range, contact 
Tecnoplus on (0604) 7687) 1 . 



Even if you aren't one of our 
two lucky winners, you may still 
be in with a chance of picking 
up one of our 10 runners-up 
prizes, also from the Tecnoplus 
range: a pack of 10 blank 3.5 
inch disks which each comes 
complete with a copy of 
Gremlin's Super Cars. 

LOADSA 
NEW STUFF 

And why this sudden fit of 
generosity? Because Tecnoplus 
is about to relaunch its range 
of add-ons, that's why. We 
reported the initial launch of the 
range of add-ons plus software 
back in Issue 30, but now we 
can tell you that the new range 
is even bigger and better. 
Included in the new line-up 



are the Team Sports pack (as 
given away in our 
competition) for C39.99; a 
RAM expansion with clock - 
including Dungeon Master 
and Chaos Strikes Back - for 
£69.99 (£59.99 without the 
clock); an external disk drive 
complete with Gods and 
Lemmings for £89.99 (£79.99 
without the software); a MIDI 
connector with driving software 
for £29.99; and a 1.5Mb RAM 
expansion for £89. 99. 

And even if you think that 
some of that stuff is a little too 
advanced for your current 
needs, then you may still be 
interested in the new starter 
pack, which for a paltry 
£39.99 includes a copy of 
AMOS, a dust cover, a mouse 
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Strapped for cash? Need loads of software? Then look no further, as 
Jools Watsham picks out the goodies from the bulging budget bag 



POPULOUS 



Siar Performers 
£10.99 

THERE ARE ROUGH IY 50 MILLION people In 
Britain - and if Electronic Arts is to be believed, 
there are only three o( them who don't actually 
own a copy of Populous. Still, that hasn't stopped 
the same company from re-releasing this 
incomparable classic on budget label. 
So. if you're one of the three, then now is a 
perfect time 10 rectify 
this situation. And 
you'll probably need an 
explanation of the game 
too, so if the other 
55.999,997 of you could 
bear with us.,. 

Populous gives you 
the ultimate role as the 
ultimate being, with 
hundreds of little 
people and a whole 
landscape under your 
control. Well, not quite, 
because there is 
another rival ultimate 
being who also has lots 
of little people under 
his control and also has 
a stake in the land. 
Well we can't have this 
can we? Two ultimate 
beings? An insufferable 
situation, not to 
mention a logistical 
nightmare. 

The only way around 
this problem is to get 
your own little people 
to totally overrun the 
land. Providing they 




have plenty of level dry 
land on which to settle 
they'll build houses, larger 
buildings, and eventually 
castles. WUh this done, they 
get down to the business of erm... reproducing! 

You can help your little chaps and chapesses 
along witli the occasional 'act of god'. The acts 
you can perform range from the simple raising or 
lowering of land through earthquakes and floods 




to causing complete Armageddon. But before you 
can start firing off earthquakes left, right and 
centre you have to build up enough power - but 
this directly depends on the size of your 
population, which won't grow quickly 
unless you help it along... see the 
problem 7 

Once ihings are progressing nicely 
you can create a few Knights and send 
them off to start beating 10 types of 
hell out of the opposition, then follow 
this up quickly with hordes of your 
people in an attempt to overrun the 
place (a bit like German tourists, 
really). Then it's time to do It all again 
with ihe 499 other worlds. 

A must buy from a developer 
(Bullfrog) that bothers to write real 
games rather than money-making 
dross. 



ARCHIPELAGOS 



obelisk... 
still with 
us? 



Pocket Power 

THERE ARE SOME GAMES 
hat are easy to 
categorise - shoot 'em 
ups, beat 'em ups. 
arcade adventures and 
so forth - but 
Archipelagos can only be 
described as 'weird'. 

If you check out our original 
review in Issue 7, you'll find out that 
Archipelago means a collection of 
islands. Archipelagos is a bigger 
collection of islands, over 10.000 of 
them in this case, and all of these are 
waiting to be conquered by you. 

The main island on each level is 
home to an obelisk which must be 
destroyed - this is achieved simply 
by clicking on its square. But that 
can't be done until all of the stones 
on ihe islands have to be destroyed 
and these can only be destroyed if 
they're on the same island as Ihe 




So how do wc- get 
(hem (here? Simple, 
by making land 
between the two 
islands so that 
they join up. This 
r Is achieved by 

clicking on areas of 
the sea (o generate 
land, bui ii requires 
energy. Where do you get 
energy 7 You absorb it from the plant 
life on the islands. 

So It ■ ' 1 : ; sounds simple. Well, it 
isn't, because there are also a few 
enemies 10 hinder your progress, for 
example the wtggly wisp-like lost 
souls, which must be avoided at all 
Con (ihey kill you If you come into 
contact with them). Even nastier are 
the blood eggs, which can demolish 
your bridges of new land. 

While this Is evidently a thinking 
man's game, thinking is something 
you don't have a lot of time to do. 



Hang around for for too 
long and the trees begin to 
creep towards you, getting 
closer and closer, until... 

Of the game's 10,000 
levels (phew!), 100 were 
put together by the 
programming leant and 
they get progressively 
harder, The remaining 
levels are computer- 
generated, so they could 
be all completely 
impossible or a complete 
walkover, you jusi won't 
know until you try iheml 
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SHADOW OF 
THE BEAST 




OTHER RELEASES 

A.T.F. 2 
Anion 16 
(t 7 .gg> 

BAAL 

Sialm 
<t7-99> 

BAD COMPANY 

Pockci Power 
<L:.99> 

CAPTAIN FIZZ 
AND THE 
BLASTERONS 

Stolen 

«7 99> 

EYE OF HORUS 
Pocket Power 
(U99) 
F.O.F.T 
Mirror Image 
<f-999> 
IRON LORD 
Anion 16 
(C799) 
KING OF 
CHICAGO 
Mirror Image 
(C2.99) 

MENACE 

Sirtlers 
<t799> 

PROSPEaOR 

Pocket Power 
(U« W ) 

OUADRAUEN 

Pocket Power 
<L!.99> 
STAR BLAZE 
Pocket Power 
(L2.99> 
STAR GOOSE 
Pocket Power 
(k.99> 





STARRAY 

Pocket Power 
(Q-99) 

VOYAGER 
The Hit Squad 

(7-99) 



Staler* 
t 7 -99 

SHADOW OF THE BEAST is 
really a tribute to the sort 
of technical wizardry 
capable with 16-bit 
machines - which makes it 
the perfect program (or retailers up and down the 
country to have running in their shop windows. However, 
this obvious technical excellence isn't exactly matched by 
similar payability 

The plot casts you as a mutated hero out to get 
vengeance against the Beast Mages. The action begins 
against horizomallyscrolling and beautifully detailed 
scenery, populated by a host of assorted mutated nasties: 
black lagoon monsters and giant wasps, to name but two. 

To begin with, your only defence against these horrors is a punch or flying kick, 
although there are weapons (including laser guns and power punches) to be collected 
at later stages. A limited puzzle element gives some relief, but it's mostly combat that's 
required to get the player through each section. 

Each of the five stages has a different impressive backdrop, while this 
graphical effect is complemented by some stunning music, resulting in a 
credible mystical mixture. 

This re-release gives you 
a massive 77 per cent 
saving on ihe price of the 
original package (this time 
around, you don't get the 
big box or Roger Dean T- 
Shirt), which makes It 
almost worth having just 
for the pretty graphics and 
soundtrack. Be warned 
though, it's not going 10 
stun you with its 
playablliiy. 
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SUBSCRIBE TO THE ONE FOR AMIGA 



If you have enjoyed reading this 
issue of The One For Amiga 
Games, you are bound to be 
interested in our brilliant new 
subscriptions ofler! 
For only ^29.95 (if you live in 
the UK) we'll deliver 12 issues of 
The One For Amiga Games 
direct to your door! So there's no 
chance of missing out on any of 
the red-hot reviews, exclusive 
previews and Work In Progress 
features which keep you on top 
of all that's new and exciting in 
the Amiga scene. 
A subscription to The One For 
Amiga Games will ensure 



you get all the very latest hints, 
tips and pokes - helping you to 
be the top gamer in your 
street! Plus, you'll get every 
mega The One For Amiga 
Games cover disk, which is 
guaranteed to be jam-packed 
with the very best exclusive 
playable demos! 
Not only that, we'll also give 
you a SMASH HIT GAME 
from our friends at GREMLIN 
GRAPHICS completely 
FREE! - no strings attached! 
The choice is yours: . 

(Please remember you can 
only choose 1 game) 



,SSUt »*Ay I99I 




£2.95 



S8BS 



Ocean's Ei fanH 




GOlf 

Swfr >3k>$ 



0 



^ HINTS AND TtMfOfl^f UTEST AMIGA C 
AND MUCH MOR£ INitDt^ ******* GAMES , 




► switchblade II 

A SMASH arcade adventure 
with loads of platform and beat 
'em up fun. Help Hiro f the last 
of the Biadeknights defeat the 
evil Havoc. Received a mega 
90% from The One. 



TEAM SUZUKI 




► TEAM SUZUKI 

Live the sensation of a full 
Grand Prix season raced over 
16 circuits on a 500cc Team 
Suzuki motorbike in this 
amazing arcade sim. 




► B.S.S. JANE SEYMOUR 

Explore 20 vast biological 
survey ships encompassing 
more than 4,000 rooms, in this 
mammoth strategy role-playing 
game. 




GAMES AND GET FREE SOFTWARE 




► SUPERCARS 2 
Prepare to recommence motorised 
combat and do battle in the most 
brutal race of all! with 20 new tracks 
including bridges and ramps and 
improved graphics, Supercars 2 
promises to be an even greater 
smash than the original Supercars! 




►TOYOTA CELICA GT RALLY 

This is the most realistic, breath- 
taking Rally Sim produced to 
date. Quick reactions and driving 
skill are a must for this stormer! 




► LOTUS ESPRIT 

TURBO CHALLANGE 
Feel the thrill of accelerating 
from 0 to 60 in 4.7 seconds as 
you race head to head gripping 
the wheel of your Lotus Esprit 
Turbo! 




If you take out a subscription for 24 
issues, you can choose 1 game from 
those listed above or 2 games from 
the following: 

► VENUS THE FLYTRAP 

► ULTIMATE GOLF 
IMPOSSAMOLE 
FOOTBALLER OF THE YEAR 2 
SKIDZ 

SUPER CARS 

(Please remember thai the 6 games above are 
available with a 24 issue subscription only). 

NB: The free software offer is available to UK 
residents ONLY 

Your toflwirc choicr will be nulled icparaiely lo 
... . your fim nuguint, p\cae allow 28 diyi for delivery 



SUBS RATES SUMMARY 



12 issues (UK Residents only) £29.95 

24 issues (UK Residents only) £55.00 

12 issues (Air Europe) £35.95 

12 issues (Rest Of The World) £49.95 

Wc 1 ihtf ovrrwat roden piy by ImenuoonJ Mawy Order. 

Place your order by completing the coupon, or 
send your details on a postcard, or ring our special 
24 Hour Onierline Service on 0858 410 888. 

5ltlCifcj.ii :' ■. i. - . i .'. r. ■ .r lii.n'i i . . ■ ., 

end ■ M #iy air nl mar x jiatfi nnl fa il imuAsI ufn 



TO ; THE ONE FOR AMIGA GAMES 
SUBSCRIPTIONS DEPARTMENT. 
PO BOX 500, LEICESTER, 
LE99 0AA 



My game choice is (please tick box): 



NAME 



Venus The fly Trap 

sxracode 16 

Uttrnate Gotf 

scute cede 17 

Impossamole 



ADDRESS 



POSTCODE 



I would like a subscription for 

12 issues please tick box 

I would like a subscription for 

24 issues please tick box 

Please start my subscription for the 
- (enter month) issue. 



Fuflment AlanWefeWerrstOr^ 



SsMtchbladel □ 

acuta mdKlO 

5upercars 2 □ 

SOTOCCCte 11 

Team Suzuki □ 

wxraaxte 12 

BSS Jane Seymour □ 

suocodE 13 FbottoferOfmeYear? □ 

Toyota Cefca □ w»axfei9 

GTRaly Stab □ 

taracodB 14 stxraaxteZ) 

Lotus Esprit □ SuperCars □ 
TutoGwfange xuaaxfe 21 

scuvcodB 15 

I enclose a cheque/postal order made 
payable to EMAP IMAGES 

for f 

Please charge: £ to my 

ACCESS/VISA/DINERS CLUB/AMEX 
Card Number 
Expiry Date: 
Signature: 
Famdon Road Markel Hartxrajr>i,Leices1erl_E169NR 
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VIRTUAL 



ARCADES 



Turn up, jack in, drop out — John 
Cook files a special report on how 
Virtual Reality could be changing the 
face of arcades as we know them! 



ALONG TIME AGO, in a galaxy far. far 
away - well. 11 was Planet Earth in 
about 1980 actually - coin-ops were 
mind-blowingly, gobsmac kingly, 
brainfadingly, onjasmically wonderful. Okay, 
so they were In line-drawn vectors, or eight 
colours (yup - there were eight, count em'!), 
not wildly sophisticated and the number of 




Make my day' 

bits involved could probably have been 
coii med on the fingers of two hands, but 
baby, they were it? 

Wow' The amazing technology! Gosh, the 
astonishing whooshy sound effects, the like 
of which hadn't see the light of day since... 
since... well, the last Hawkwind album Did 
we go crazy or what? Absolutely bananas. 
And y'know - in our wildest dreams, we 
thought that one day, just maybe, there 
would be something like what we were 
playing, but in the home! For under C500 
perhaps? We lent on many a bar and agreed 



that surely, blessed would be the times when 
this happened. 

Here we arc. 10 years later, and we have 
cheap(lsh) home consoles and computers 
with zillions of colours and suddenly, the 
arcades aren't quite so exciting any more. 
Well, it's been a gradual process, as home 
technology has caught up with arcade 
technology bit by bit (no pun 
Intended, honest). 

Okay, so the arcade version of a 
game might have four zillion 
colours. But the home version has, 
say j2. Or 256. Or even more if the 
programmers have pulled a few 
technical rabbits out of hats. Maybe 
the sound is only four channels 
instead of six. Maybe the game 
speed Is 10 per cent slower. But 
considering most of us are half 
blind, tone deaf and lack the 
reactions of Jet pilots - does it 
really matter? 

The advance of microchip 
technology has meant that the gap 
between the home and the arcade, 
for the average game, is no longer 
that significant. So why go to an 
arcade at all? Many just don't - 
and that's why some operators are 
losing money. 

There is one bright light on the horizon, 
however, that looks set to establish again 
that technology gap between the arcade and 
the home that used to exist - that used to 
lure the punters out of their armchairs and 
the money out of their pockets. That 
advance Is Virtual Reality. 

This month saw the opening of the World's 
First Virtual Reality Simulation Centre at the 
Trocadero. in London's Piccadilly Circus - 
and if anything is, this is the shape of things 
to come. 




Camera view of Street Grid 
The Centre, slap bang in the middle of 
London's West End, consists of four linked 
Virtual Reality units - allowing players to 
compete against each other in the same 
game world. We've reported on this VR coin- 
op in the past few months, where you put on 
a tracked helmet and find yourself literally 
surrounded by a new game environment of 
graphics and sound. The result Is mildly 
mind-blowing to say the least, but the Troc' 
is the first public site where players can play 
against each other in realtime, in a Virtual 
Reality. 

The game presently running on the 
hardware - manufactured and developed by 
the ubiquitous VR experts W Industries - is 
also something of a blast. 
Called Total 

Dkuvcuoh 

it's an 
amazingly 
playble stock 
car racing 
game, where 
you drive around 
a flattened irtple- 
figure-eight circuit 
against three other 
human drivers — as 
well as some 
computer- 
controlled traffic 




Visitors 

to the VR Reality Centre 
from the planet Zanussi. 
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REALITY SPECIA 




The 

world's 
first VR 
simulation 
centre. 



that can 
Set very 
aggressive indeed. 

In the Simulation Centre itself, while the 
race is going on, four ceiling-mounted 
monitors afford the waiting crowds a view 
from each player's car, while two 
others show the best of the 
crashes and bashes around the 
track from a 'camera' view. All 
the time, this is accompanied by 
an amazingly realistic computer- 
generated running commentary - 
those in the know will recognise 
this voice as the much sampled 
Director of Software 
Development at W Industries, the 
normally quiet American. Dr. Al 
Humrich. Exactly how he was 
whipped up Into such a vocal 
frenzy as is displayed in TD, the 
public shall never, thankfully, 
know. 

The gameplay is quite simple - with a 
steering wheel, forward/reverse shift on the 
left hand and normal accelerator/brake 
pedals on the floor. And, don't worry if 
you're feeling a bit aggressive yourself, 
bashing Into the opposition is not only 
allowed, it's encouraged) 

Bash into an opponent enough times and 
he or she will spectacularly blow up in a 
fountain of panels. "Tooootal Destruction!!!! 
screams the commentator, but it's no 
problem really. If you're the victim, your 
view changes to a camera view outside your 
car and you see it reassemble before your 
very eyes, as your view swoops back inside 
of It. New car! Away you go... off to get the 
guy that got you in the first place! 

Frantic, loud, exhilarating. The queues at 
the Trocadero suggest that the punters are 
finding the experience fairly wild - if you're 
in Central London, It's a must... but don't 
worry if you're not planning to visit the big 



smoke In the near future, these Centres 
should be springing up around the country in 
the next six months. 

As well as the sit-in unit, however, there's 
also a stand-up unit that gives the player a 
little more freedom of movement, together 
with the control of a tracked 'space joystick'. 
Two of these units are currently on view, 
again in London, at Covent Garden's Rock 
Garden restaurant — running a head-to-head 
shoot-out game called Nightmare. 

This Cyberspace machine, as it's called, 
puts you into a surreal chequerboard 
landscape 

suspended in space. 
There's someone 
else in there too - 
and the object of 
the game Is to 
shoot him more 
times than he 
shoots you, within 
the time limit. 

How do you shoot 
with a helmet thing 
over your eyes? 
Well, you have to 
remember that In 
the Cyberspace 
unit, the space 
The SDmoo raring unit. Joystick is tracked, 
as well as your head. Lift it up in front of 
your 'eyes' and you see' a beefy looking gun. 
Press one of the joystick buttons and it fires! 
Press the other and you move in the 
direction you happen to be pointing In at the 
time. 

Simple concept, 
but the fact that 
your playing against 
another sneaky 
human being, 
together with some 
nice gameplay 
touches and music 
that sets a wholly 

unreal feel to the proceedings, makes 
Nightmare another VR 'must play'. 

Where did we start this o(P 1980 in the 
arcades Vids were exciting and it took the 
best part of 10 years for the home sector to 
catch up. Now it's 1991 and Virtual Reality Is 




TOTAL DESTRUCTION 





the new gaming phenomenon, the pattern 
we'll all be working in for the next 10. But 
It's not going to be In your 
homes until the year 2000. 
so get out there and grab a 
piece of the action - now! 

Nightmare. 
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Dept. A, 8. Thorold Place. Kirk Sandall. Doncaster. DN3 1 NU. Fax No.: 0302 - 887332 
OVER 1 1 SUPPLIERS OF HIGH QUALITY PUBLIC DOMAIN 

DISKS We Are Now In Our Second Year of Business 

@ 95p Call Our P.D. Hotline On (0302) 887332 - All Credit Card Orders Received Before 
EACH 3-30 Will Have Their Orders Sent Out The Same Day By First Class Post. 



DEMOS 



280 RED SECTOR MEGA DEMO ;2| ■ a dawe 

401 BUDBRAIN MEGADEMOl?) -over IBs orty 

|402.-.CRtONiCS MEGADEM0 irdufes Uaoorra curv 

575 _ -NEVERWHERE- ■ great but bad Qngiage on 

|B06 CARrjOMAN- ■ groa! AM vector 

I --SLEEPING BAG- ■ veciors • peat -ay traoeo V*n 

1852 BUDBRAIN 2 - arolW great oemo 

993 INTERSPACE ■ filed vectors Iran Pneromena 

|t003 ENIGMA • excellent Oemo trom Pnerome^a 

1045 .PLASMATEX 9t • great plasrra Oemo 

1 1090 GLOBAL TRASH ■ w>iy good Oy Siients 

1113 .TOTAL CONFUZION- tmllarn oemo 

1139 _ _ -OBLIQUE INFINITY - well «nti a look 

1219 VIRTUAL WORLD- • IHe 2nd pari B superb 

All demos have been carefully chosen as 
being some ol the best... 



APD52.. 
APD62.. 
APD65.. 
APD85 H 
APD110 
APD115 
APD130 
APD138 
APD146 
APD153 
APD221 
APD230 
APD254 




1 - 10 

DISKS 
@£1.25 
EACH 



I Priced as normal P.D. All titles run without A.M.O.S 



FORMS REALLY UNLIMITED ■ 

...... ...,...„ .ARCADIA - great breakout game 



™.h WORD SEARCH • - find hidden words 

SNAKES & LADDERS • ■ no need to explain 

...„..„ „ CROSSFIRE • - good game tor children 

...... — „BALLOONACY • - good game (or young 

WOODEN BALL • - futuristic football? 

~ SPANISH TUTOR - learn Spanish 

,.h FRUIT MACHINE • very good simulation 

- MISSILE COMMAND - looks easyl! 

„.,„ „..„ BINGO - somebody had to do it... 

ASTEROIDS • - 4 versions on this 

HOBBS GAMES 1 - nice collection of games 



472.... 
577.._ 
629 ... 
639... 
868 ... 
932. ... 
942-.. 
993 ... 
993. 
1014_ 
1106. 
1140- 



KYLIE MINOGUE |2| do-pice S m 

PAN III - music tnafenl 

SOUND OF SILENTS • Wilartl] 

VANGEUS • • turn oil Ights & relaij 

AMAZWG TUNES III (3) • -excellent soundsl 

BETTY BOO oneandahaHrnnsairpiel 

JOCHEN HIPPEL - some r>ce nucfies 

— 81UES HOUSE |2|- • must . game ol Ptjst 

NEWTR0NS BOX ■ dgi pes 4 mus>c 

SPACED 0UT2 - good soutfs horn M FelCs 

DO THE BARTMAN (3 dste?<»wsj 

...VIVALDI ' SEASONS - ciasseal muse {? distil 
S0UN0CRAFT MUSIC 4 •• some good somes 



MEMORY MONSTERS 



GAMES 



MEGA- 1 
MEGA- 2 . 
MEGA* 5.. 
MEGA* 7 .. 
MEGA* 8. 
MEGA* 9 
MEGA* 16 
MEGA*17 
MEGA4I8. 



STATION AT KHERNE (3 d«K&/2 MeflH 

LOST IN SPACE (3 disks.'2 Meg) 

_ BUZZED (3 disks* Meg) 

VAUX KILLER (2 ciisks/2.5 Mag> 

- ANTI-LEMMINGS (2 disks* Meg) I 

™, AUTOMATED LIGHT <4 disks/3 Meg! 

..HEADKICK (2 disks.' 2 Meq>| 
THE DATING GAME (2 disks/3 5 Meg) 
LANDING (A disks/4Meg) 



SLIDESHOWS 

PURDEY • Joanna Lumleyl 

.... ...RAINBOW - good Old Zippy I 

INVISIBLE WORLD - see bugs mogmli. 

THE PRISONER - remember the series'! 

DR. WHO -OK lor tans 

KIM WILDE - 14 & w pictures! 

LAUREL & HARDY WAY OUT WEST (2) 
....WITCHFINDER GENERAL • ■ pics & speech 

INDY JONES1AST CRUSADE (2)1 

LIFE OF BRIAN • • pics & speech 

TEENAGE TURTLES ■ good sltteshowl 



ANIMATIONS 




LIGHT CYCLES • (2)1 

BATMAN THE MOVIE ■ I 

.. -JHAGATHON ANIMATION 37 

NOT BOING AGAIN 
FRANKLIN THE FLY -| 

STEVE VIZARD ■ 

COYOTE STRIKES BACK ■ 
..STEALTH ANIMATIONS -| 

AMY VS WALKER • 

LATE NIGHT.'TERMINAL ■ 

SHADOWMAN -I 

BASKETBALL PLAYER 
ASTEROID FIELD 



221 
281 ... 
300... 
329 ... 
409. 
414. 
566 
[670... 
673 
666 
742... 
B63... 
879... 
B93 
M 
958 ... 
963 
967 . 
971.... 
1024. 
1039. 
1115. 
1117. 
1177. 
1168. 
1277. 
1278- 
1281. 
1282. 
1317 
1341 
1344. 



MORIA • role playing gamel 

WERNER very good maze type game| 

STAR TREK • (2) by Tobias Richtef | 

MEGAGAMES VOL 1 DISK 4 ■ Monopdy etc. 

EMERALD MINE 10 - BouOerdasn Clone! 

RETURN TO EARTH ■ - Bile-type game) 

— , — JUMPY • guide bouncing ba* 
OUEST HOLY GRAIL • Mil adventurel 

_ TRAIN CONSTRUCTION • burtd your tracks! 

-~™~,.- EAT MINE - boulderdash aganl 

...... TENNIS ■ with sampled speecnl 

— POPEYE LCOl 

TREASURE SEARCH - for me Ws 

— LEARN S PLAV (?) - tor the youngl 

GOLDEN FLEECE • • leil adventure 

FRANTIC FREDDY • remember il on C64 

- , PARANOID • arkanoid variantl 

YELP - paviter type game| 

SPACEPOKER • poker slol machine 

« WiZZY'S OUEST • very goodl 

ZEUS - good puzzle gamol 



TOP QUALITY BRANDED DISKS ARE USED. 
FIRST CLASS POST/PACKAGING INCLUDED IN 
THE PRICE. ALL DISKS VIRUS CHECKED. 
NO MINIMUM ORDER. NO COMMITMENT. 
CATALOGUE DISK UPDATED ON THE 25tti OF EACH 
MONTH. FREE OF CHARGE IF SENT WITH AN ORDER. 
| ) NUMBER IN BRACKETS DENOTES HOW MANY DISKS 
IN SET PLEASE REMEMBER PRICES ARE PER DISK 
• DENOTES 1 MEG 



MEGABALL • excellent breakout I 

ASSASSINS 1 five good games] 

.DESTINATION MOONBASE ■ good thrust-type 

— CC GAMES 22 - good games compact! 

- GO LOOBY - a S.E.U C.K. game! 

DOWNHILL CHALLENGE - sluing 

_ MENTAL IMAGE - 3 ercebent original games 

CU6ULUS • puzzle game trom Tobias! 

-ASSASSINS 4 - 6 games includes Frcgger 

. .BLACKJACK LAB 1 .01 - good sfarevoie disk 
.... MECH FIGHT • ■ rale playing game| 



-V 



IF YOU ARE AFTER P.D. THAT IS FREE OF 
BAD LANGUAGE AND OFFENSIVE PICTURES, 
WE HAVE MANY TITLES ON OUR CATALOGUE 
DISK THAT ARE MARKED WITH A (V) TO SHOW 
THAT THEY HAVE BEEN VETTED- , 



ALL ORDERS OF 5 DISKS OR MORE WILL RECEIVE 
OUR LATEST CATALOGUE DISK (CONTAINING FULL 
DESCRIPTIONS OF ALL TITLES. A DEMO AND A P.D. 
GAME) ENTIRELY FREE OF CHARGE. IF YOU WISH TO 
PURCHASE IT SEPARATELY OUR CATALOGUE DISK 
IS PRICED ATE1.25 



ADULT TITLES AVAILABLE ON CATALOGUE 



...SOUNDCRAFT MUSIC UTILS 

™. BOWL 2.0 (2 DRIVES) 

NEW SUPERKILLERS 

SUPERWORKBENCH t.5 • 

DESKBENCH VERSION 1.3 

AUDIO MAGIC 20 • 

IB EMULATOR • 

ST/C64 EMULATORS ■ 

SPECTRUM EMULATOR • 

AMIBASE 3 76 • 

PRINTER UTILITIES' 

600 BUSINESS LETTERS 

— MESSYSID 

TOP PUBLISHER (GERMAN) • 
___ DYNAMITE FONTS 



AMOS LICENCEWARE (DEJA VU) 

[This is not PD and i pneed at £3.S0 per disk as laid down by AMOS PO Library 



LPD1 COLOURING BOOK - tor very young 

LPD2 ARC ANGELS MATHS - help children with maths 

LPD3 GALLEONS ■ - combat between sailing ships 

LPD4 THINGAMIJIG - jigsaws tor young & old 

LPD5 JUNGLE BUNGLE * - an icon driven adventure for children 

LPD8 WORK & PLAY • - 3 great educational games 

LPD10 H „ THE WORD FACTORY • - helps kids to spell 

LPD14 PLAY IT SAFE • - teach children salety at home 

LPD21 „ „ H QUINGO ■ - excellent trivia quiz game 

LPD29 BIG TOP FUN • - top quality educational program 

LPD30 - SHYMER » - adventure written tor children 

LPD34 INVOICE PRINTER - great tor small businesses 

LPD36 FRACGEN II - great fractal program 

This is a small selection. We stock the tull collection. 



BEST SELLERS 



281 MENTAL IMAGE GAMES DISK 

2 1154 SOUNDCRAFT MUSIC UTILS- 

3 1317 ASSASSINS GAMESPACK 4 

4 1282 CUBULUS - TOBIAS RrCHTER 

PUZZLE GAME 

5 1322 SPECTRUM EMULATOR • 

6 1045 PLASMUTEX 91 • VERY GOOD 

PLASMA EFFECTS 

7 1323 ....AMIBASE 3.76* 

8 1278 DOWN HILL CHALLENGE 

9 1351 HACL SOLUTIONS --OVER 

130 GAMES SOLVED 
10—1339 LIFE OF BRIAN SUDESHOW • 



DU CANNOT SEE THE TITLE YOU ARE AF" 



E GIVE US A RING. IF WE DO NOT HAVE THE REQUIRED TITLE. 



WE 



iEST ANOTHER P.D. LIBRARY THAT MAY HAVE IT IN S" 



OC 




OVERSEAS ORDERS ARE WELCOME 
PRICES (PLEASE SEND PAYMENT WITH ORDER) 

E.E.C. COUNTRIES E2.00 per disk (Min 5 Disks) 

,Non-E.E.C £2.50 per disk (Min 5 Disks) 



PLEASE MAKE ALL CHEQUES/POSTAL ORDERS 
PAYABLE TO "A BIT ON THE SIDE" OR "A.B.OJ.S." 
THANK YOU 
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There's lots of fun to be had with demos. You can 
be DEMOnstrative, DEMOcratic, DEMOnic or 
DEMOralising. You could also put them into the... 



DEMOS 
SHOWCASE 

WHERE HAVE ALL THE animations gone? Where ore the swirling three-dimensional objects, the fancy 
starfields, the amusing cartoons and, come to that, the scrolling messages? This month the Demos 
Showcase takes a games-orientated swing into the wide, wide worlds of PD, Shareware, AMOS and 
SEUCK (the Shoot 'Em Up Construction Kit). Don't expect any Flames Of Freedoms or Kick Off 2s, but look 
out for plenty of 'classics' (the term given to versions of really old games - Space Invaders and the like) 
and rip-offs of... sorry, 'tributes to' the big-name games. 



PICK OF THE MONTH - 
No Man's Land 



PICTURE THIS. Two 
men, a disused 
warehouse, a variety 
of weapons and 
sackfuls of fun. Thai's exactly what you get in No Avon's 
land, a tale of two men's desire to (till each other. 

Programmed by the very well known Oxygen team (well 
known to long-lime demo purveyors, that is), No Mon's Lond 
is actually a pretty comprehensive package, despite its simple 
gamepfoy. 

There are 1 0 levels to choose from, with a 'Cup' option to 
allow for leagues. Each of me screens is from some sort of 
futuristic nightmare world: war-torn streets, military bases - 
they're oil in there. The plovers start with only three lives and 
a rifle - from then on they have to make effective use of the 
natural cover and pick up the bonus weapons as they 
appear 

The fun starts when you pick up a bazooka or some 
grenades. Large explosions soon follow, as your shots blast 
large chunks out of the wall above your opponent's head. 
Other weapons include mines, bombs and homing missiles 
(these are particularly nasty, as once fired they proceed to 
'home in' on your opponent, no matter where he hides). 

No Man's land is perfect two-player fun - but please note, 
it's rwo-player only. But then, there's no real fun in killing 
yourself is there? 



POM POM GUNNER 



'Haven't you 
always wanted to be 
an anti-aircraft gunner in Pearl Harbour during 
World War It? Well now your plane-destroying 
dreams can become reality thanks to Pom Pom 
Gunner, an Operation Wolf-esaue shoot 'em up. 

Seriously, let's forget the Jap-bashing overtones 
that this game contains. Pretend the bad guys 
are aliens from a far-off planet invading Earth in 
primitive WWII fighter-lookolikes, because the 
game is actually pretty good. Defending your 
fleet against the on-rushing Japa... erm, aliens, 
you just have to shoot them out of the sky 
(remembering to watch out for your own planes 
as they race to intercept). Once the 
invasion is over, your 
performance is assessed and 
you move on to another -^ri 
Pacific battle for more of 
the same. 

The only bad thing 
about the game (not the 
scenario) is that 
because it was 
programmed in 
America on an NTSC 
system, it has a strip of -5 
interference along the 
bottom of the screen. Just 
ignore it though and 
concentrate on the digitised 
sound effects and graphics. 




"SITTING BY THE DOCK of a 
bay, watching my friends get 
blown away." No Man's Land 
I Is an explosive mixture of 
death, destruction and big, 
meaty guns. 



0 




TALLY HO CHAPS! Dugga, dugga, dugga. As the Kamikaze 
pilots dive for the decks, it's just you and your gun to stop 

'em. Oo get 'em boy. 
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DEMOS 



RAID 



A FINE EXAMPLE OF how to gel carried 
away when designing a game on SEUCK. 
Raid is probably as close to a professional 
shoot 'em up as you can get wilh Palace's creator (see if you can 
guess which one. Here's a small due, it starts with SWand ends 
with /V). 

Graphically it's top-notch, while the sound effects are nicely 
digitised and odd to the frenzied atmosphere. The problem is 
that the difficulty bus has pulled into the depot wilh no more 
room on top (in fact t defy anybody to get through level one 
intact). If you happen to own a copy or SEUCK and can use it to 
make things easier, then this is well worth a purchase. Otherwise 
why not try... 



AIR ACE II 



AN ALTOGETHER MORE PLAYABLE 



EFFORT. Funnily enough, I 
remember the original Air Ace and it 
was just as good as this. If you can find someone 
that's still selling it I recommend you buy both, 
you'll thank me for it one day. 

Air Ace II is supremely playable and very user- 
friendly. For a start it has that most basic of shoot 
'em up requirements, the one-hit bad guys: enemies that 
blow-up with just one burst of the fire button as 
opposed to six or seven. The variety of bad guys is good 
too (being more than just different shaped planes and 
alternate colour schemes). In fact the title screen is one of 
those 'points lists', you know where all the bad guys are 
displayed along with their points values. Sort of Tike a 
cast introduction before an opera, "Hi, I'm the 500-point 
red triplane and I'll be shooting at you from right to 
left." 

Air Ace II is one of those must-buy games. Even a non- 
shoot 'em up die-hard (like myself) will take to it with 
ease. 




MENTAL IMAGE 



OI 



,H. THIS BRINGS BACK SOME 
memories. Even the loading screen is 
a 'dossic'. if you owned a Commodore 64 
and bought any US Gold gome in the eorly '80s then you'll remember 
the old Stars and Stripes loader with its accompaniment of patriotic 
American music Fortunately it only lasts about 1 5 seconds, so your 
ears escape lightly. 

The three games contained within are all classics hiding under plastic 
surgery. Reoound is basically Arkanoid with a twist (literally, the screen 
is on its side) A nice feature here is the screen editor, allowing you lo 
make your own completely impossible screens to add to the completely 
impossible ones already induded. 

Gridrunner is exactly that. Whaddya meon you're too young? All 
right, Gridrunner is an old Jeff Minler 'dassic' (Jeff Minler? You know, 
hippy, long-haired, llama enthusiast?), involving a grid, a sultry female 
voice, bacfguys that move along the grid lines and you. Sounds great 
doesn't it (no)? Go buy it today (or stay at home and put the telly on)! 

Invoders will be instantly recognisable to anyone that ever played The 
Empire Strikes Back on the Atari VCS (now mat's old). Distinctly 
Defender looking, you have a base at one end of the level ana five 
huge enemy mumers advancing on it from the other. Your job is to stop 
them. Thai's it. 5hoot them, kill them, make them crash, knock 'em outta 
the sky, turn 'em into balls of fire, blast 'em to smithereens (I've heard 
if s quite nice there at this time of year). You get the idea. 

As a compilation it's pretty good, the games are varied enough to 
suit most tastes (as long as you're into bat V ball games or shoot 'em 
ups) and let's face it, any Jeff Minler game's usually good tor a laugh 
(or two). 



WHERE TO GET 'EM 




All of this month's demos are available from (amongst 
others): Virus Free PD, 23 Elborough Road, Moredon, 
Swindon, Wilts. SN2 2LS. 



IT'S A TROUGH LIFE from the top. 



BELOW: Aces high, low 
and all over shop. 




HEjrrr ■■■*'"*''•'■• IIM 
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SCORE : 



LIVES 



lOSO 3 




VAnf 



MAIN PICTURE: "One thousnnd-and-eighty!!" • and Bully's 
special prixe... (Inset) Mental Image: grid and bear It. 




lost month's Top Gun competition brought in iho usual sacklood 
entries Unfortunately, nobody got the correct answer to the questic 
Who performed the original instrumental theme tune on the 
soundtrack of Top Gun? 
It '.oerns no one figured out that it was m facl a trick question Whai 
you had to do was re-arrange the letters, replace o few lo reveal the 
real question: Who was comedian Bernard Cribbins' favourite ployer 
in England's 1 966 World Cup Team 8 The answer, of course, is 
Harold Faltermeyer and Steve Stevens . no lhaf s wrong Oh I gt\ 
r Behrens of London, 
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PREMIER MAIL ORDER 

Titles marked are not vet available and will be sent tin du\ oftvk'tute, 
I'Uuise id/id cheque l'<) Access Visa So, aiitl expiry dale in: 

Dept THAM (15, Trvbridue Ltd., X Buckwins Sq„ Burnt Mills, Basildon. Essex. SSI3 IBJ. 
Please state make and model of computer when ordering. V&\* inc. IK on orders over t5.no. Less Hum t5.U0 ami Europe 
add £1.00 per item. Elsewhere please add £2.00 per item for Airmail. These offers arc available Mail order only. 
Telephone orders: Mon-Fri u am-7pm. Saturday I0am-4pm. Fax orders: 02ftS 590076. l ei orders; 02fiK-5'>076(> 



W2MegUpgrado ?A 99 

12Meg Upgrade wrthclocK 26 99 

3D Construction Kit 32 99 

3D Pool 7.99 

4DOriving' 16 99 

AirDuel* 22 99 

AlienStomV 16 99 

Amos 3D 24 99 

Amos Compiler' 19.99 

APB _ 6.99 

Aracfinaphobia". 16 99 

AssaultonAlcatraz" 1699 

68BA!tackSub 1699 

AMOS .. 29 99 

Arfcanoid2.„,„, „ 6.99 

Armour - Geddon 16 99 

Batman tneCapod Crusader „ 6 99 

Batman the Movie 7.99 

Bach lo the Future 3 1 6 99 

Bards Tale2 8.99 

Bards Tale3 16 99 

Battle Command 16 99 

Bartktof Britain , 19 99 

BattleChess2 16 99 

BeacfiVolley _ 6 99 

Beastbustera' . 16 99 

Big Game Fishing* 16.99 

BgRun' 1699 

Billy the Kid" 16.99 

Birds ol Pray* _ 26.99 

BlueBrothe-s- 16 99 

Blue Max 19.99 

4DBo»ng' 16.99 

Budokan - 8.99 

Cabal 6.99 

California Games 6.99 

Captain Plane!' u 16.99 

Carrier Command 7.99 

Castles* 19.99 

Cavadar ....... 16.99 

Cadaver Data Disc 9.99 

Captive 1699 

Centurion „. 16 99 

ChaosEngine* 16.99 

CbaosStnkesBach(lMeg) 16.99 

Chuck Rock _». _. 12 .99 

CJ'sElepnanl Antics 6.99 

Continental Circus 6.99 

CommandoWar' _ ^_ 16.99 

Corporation 9.99 

Corporation Data Disc 4.99 

CrayCarsS' _ 1699 

Creatures' „ 16.99 

CnckotlMeg 17.99 

CnckeiCaptaln „ 1699 

Crime Doesn't Pay* 16.99 

Crulsefor aCorpse 1999 

CurseotA?uroBond5(lMog) 1999 

Cybercon3 _ 16.99 

Datoy Thompson Challenge 6 99 

Darkman ,„,„ 16 99 

Das Boot 19 99 

Death Knights CXKrynn 19 99 

Defender of the Crown 7 99 

Deutros' 16.99 

Dtsney Animation 59 99 

Double Double BT 24 99 

Double Dragon 6.99 

Double Dragon 3* 16 99 

Dragons La&2 26 99 

Dragons Lair ( 1 Meg) 26 99 

Dragons Lair TimeWarp 26 99 

Duck Tales 16 99 

DungoonMaslor _„ 16 99 

Epic" ...,„...,_.....„__, 19 99 

ELF* „_,__ _ 1699 

EyeoltheBeholder(1 Meg) 19 99 

Excahbur 19 99 

F-16StnkeEag)e2f1Meg) 2299 

F-16Combal Pilot 1699 

Fl9StealthFightor _ „ 1999 

Fantasy World Dizzy 6 99 

Final Blow* 16 99 

FinalRghT 16 99 

First Samurai' 16.99 

Flighlof me Intruder 22 99 

Flag'—...., , 1999 

Flood. 8.99 

Football Director? 13 99 

Forgotten Worlds , 699 

FunSchool3S-7 1699 

Fun School 3 over 7 16 99 

Fun School 3 under 5 16.99 

FunSchool2(6-8) 13.99 

FunSchool2(over8( 1399 

FunSchool2l.under6) 13.99 

Gods 16.99 

Golden Axe 16 99 

Gunship ,,„.„ 14.99 



Gunboat(lMeg) 19 99 

Gauntlel2 .,.„ 6.99 

Gauntlol3* 16 99 

Godfather Action* , 16 99 

Godtalher Adventure! l Meg)* 1999 

GtahamGooch* „,.. 19 99 

Guy Spy" 28 99 

Harpoon(iMeg) 1999 

Head Over Heels* „ 6 99 

Herosquest 1699 

HeroQuest Data* 9.99 

HltchikersGuide 7.99 

Hollywood Collection 14 .99 

Hunter* , 19.99 

IKt „ _.. 6 99 

Immortal(lMog) 899 

Indianapolis 500 1699 

Indiana Jones Adv 1199 

Indiana Jones- Atlantis Adv (1 

Meg)'__™_ __ 19.99 

IrtdyJonesAtlantis-Action* _ 16 99 

JackN.cklausCiipArt\._ 9.99 

Jack Nichlaus Extra courses 9.99 

JackNicklausGoH 16 99 

Jack Nlcklaus Unlimited Goil (1 

Meg) 19.99 

Jahangir Khan Squash 16 99 

James Pond . . , 9 99 

Jimmy Whites Snooker* 16 99 

Jungle Book 6 99 

KickOft2 , 

KickOH2(tMeg) 

KingsOue5t4(tMeg) 

K02Flnal Whistle ... 

KO?Gianl90fEurope'.... 
KO 2 Return of Europe* ... 

K02Winning Tactics 

KO 2 Super League* 

Knights of the Sky* 

Knightmare' 

Laser Squad 2* 

LastN»nfa2 

LastNHijaS* 

Leather Goddess 

Legend* — „ (l 

Lemmings , 

Lemmings Construction Kit* 

Lemmings Data Disk* 

Leisure Suit Larry 2 

Leisure Suit Larry3 

Licence to Kill ... . 
LifeandDeath 
Lombard Rally... 

Loom , 

LordsolChaos... 
Lord of the Rings' 

Magic Fly _ 

Magic Pockets" 

Magnetic Scrolls Collection' 

Master Golf* „ m 

Mercs 

MegaTravBller! (1 Meg)..-..— 

MogaTravotler2(lMeg) 

Mega Twins' _ 

MegaLoManla' _ 

Miami Chase 

Mig29 

Masierblaster _,.._,„.„, „ 

Moonstone" 
MlTankPlatoon 
MkI Winter.. 
MidWinter 2 

Mylh' 

NAM 

Navy Seals 



M 



9.99 

....11.99 
.2699 
. 899 

7 99 

7.99 

... 5.99 

9.99 

.19.99 
.... 19.99 
.16.99 
...699 
. 16.99 
7.99 
. 1699 
. 16.99 
. 16.99 
... 9.99 
26.99 
2699 



m *********** ****** 



Now Zealand Story . 
Nightshrfl 



iMt* 



Operation Stealth 

Operation Wolf.. 

Outrun Europa' 

PP Hammer 

PGATourGolt 

Pang ,,,,„ 

Pirates 

Pittighter2* 

Player Manager 

Platoon 

Power UP 

Projectylo _ 

Pool of Radiance 

Populous 

Populous Promised Land . . . 

Powerpack 

Powermonger 

Powormonger Data Disc 1 ' 

Piedator2 

Predator 

Prehcstorik 



.... 16.99 

699 

.... 11.99 
.... 16.99 
.... 1999 
.8.99 
... 16.99 
. 1999 
... 19.99 
.... 16.99 
1999 
. 19.99 
....16.99 
... 19.99 

6.99 

.22 99 
.... 16.99 
. .. 19.99 
...19 99 
... 1499 
...2299 
... 16 99 
. 1999 
.... 16.99 

6 99 

999 

.... 1999 

6.99 

.... 16.99 
.... 16.99 
... 1699 
.... 1699 
.... 15.99 
... 1999 
. 12.99 

6.99 

. 1999 

8.99 

.... 19.99 

B99 

7.99 

.... 1499 
.... 19.99 

9.99 

...16.99 

6 99 

.... 1699 




Pro Tennis Tour2 

Qualtro Sports 

RType 

RType2* ... 
RaceDnvin 

Rambo3 

Railroad Tycoon. 
RBI 2 Baseball... 

Realms* _ ..__,_„_,.„ 

Red Heat 

Reach for the Sky 

Robin Hood* „ 

Robin Smith SCnckot 

Robocop3* i i 

RobozoneV.... 

Rocket Ranger 

Rodland' 

Rotator* ™,„ 

RiseOf The Dragon* 

Rooocop2 
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Rugby World Cup' 

Run The Gauntlet 

Search forthe King _„„ , 

Secrets of the LuftwaHe' 

Secretol Monkey islandfi Meg) 

Shadow of the Beast 2 

Shadow Sorcer or' 

Shadow Dancer 

Shinobl 

ShuttlepackCate 

Silent Service 2* 

Silkworm , 

Sim City + Populous 

Sim Earth* 

Simpsons" 

Sinoad .__,.„ 

Ski or Die 

Skychase 

Smash TV™, 

Speodball 

Space Ace 

Space Ace 2" 

Space Ouesl3 

Specdball2 

Stratego* 

Striker Manager 

SiripPoker2*Dala. 

StarRighl 

Supremacy 

Super Hang On 

Super Monaco GP.... 

Shuttle* 

Switchblade 

Switchblade 2 
Swiv „,. 
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Sword Of Sudan. 

Team Suzuki 

TeamYankee. 

Team Yankee 2* ™„~ 

Teenage Mutani Turtles 

TeenageMutantTurties2" 

Tormlnalor2* .„,.„.„„„ 

Test Drive 3* 

Their Finest Missions' . 

Thunderhawk 

TipOff 

TrBCkSuilManager2" 

Tokl 

Toyota Celica 

Total Recall 

Turbo Challenge.... 
Turbo Challenge 2' 

Toobin 

Turrican 

Tumcan2 

TVSponsBasebal*.... 

TV Sports Basketball 

TV Sports Football 

Typhoon Thompson 

Ultima6' 

UMS2(1Meg) 

Utopia* 

Virtual Worlds 

Walker' 

Warlords|1Meg). 

Waterloo 

WiklStreets' 

Wild Wheels' 

Winning Team 
WotfPack(lMeg) 



h mm a*****»***##*4 * 



m*t *m* ***** **** m *<i 



**♦ t*» **l l^flMM • 

■*l w in niinm u' ttt 



************* |»tl nm*w* 



Wondoiland(IMeg) ____ 

WorldWrestlingFod' 

Wralh of the Demon 

Wings ™ 

Wizball 

WizkkT „ 

Xenon2Megablasl ... 
ZakMcKraken 



mi**** 
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1699 
16.99 
Ifl 99 
.6.99 
22 99 
11 
1999 
.6.99 
1699 
1699 
16.99 
1 9 99 
1699 
..7.99 
1699 
16.99 
26 99 
1699 
1 6.99 
.. 6 99 
2499 
19.99 
16.99 
2699 
19.99 
16 99 
.699 
.. 6.99 
22 99 
.6.99 

i a 99 

19 99 
I&99 

.. 7.99 
.899 
7.99 
1 6 99 

. 7.99 
26 99 
26 98 
2699 
1699 

- 0 99 
.6.99 

..7.99 
1999 

.699 
1699 
19 99 
.6.99 
16.99 
• 6 99 
.9.99 
16.99 
19.99 
1999 
16.99 
1699 
16.99 
1699 

. 999 
19.99 
1499 
16 99 
16.99 
1699 
12 99 
16.99 
16 99 

.699 

..7.99 

_ 9 99 
IB 99 
1499 

. 7 99 
699 
19 99 
19 99 
1999 
19.99 
16 99 
19.99 
.7.99 
16 99 
16.99 
19.99 
1999 
1999 
16.99 
1999 
1199 
.699 
1399 

.. 7.99 
.9 99 



JOYSTICKS 



Cheetah 125+ 


£6.99 


Quickjoy2turbo 


£8.99 


Comp pro extra 


£14.99 


Quickshot3lurbo 


£9.99 


Quickjoy mega board 

Quickjoyjelfighter 


£19.99 

£10.99 


Cheetah starprobe 


£10.99 



BLANK DISKS 



Top Quality Unbranded Disks 

IOx3.5'DSm> 5.99 

20»3.5"DSDD 10.99 

50»3.5"DSDD 23.99 

100i3.5"DSDD 44. W 



Brnnded IMsks 

3.5"DSDD 1.25....Ejich 

5.2rDSDD 0.75....Each 



GREMLINS 2 
NOW ONLY 
£9.99 



E.A. SPKCI AL Ol I LkS 



ONLY £8.99 EACH 

POWERDROME 
BARDSTALE 2 
ZANY GOLF 
KEEF THE THIEF 
INTERCEPTOR 
HOUNDS OF THE SHADOW 
SWORDS OF TWILIGHT 



SPECIAL OFFER 



Turrican 2 
Now Only £9.99 



SPECIAL OFFER 



Public Domain 
Please Send 
SAE for 



SPECIAL OFFER 



Loom 
Now Only 
£11.99 



STRATEGY 



This month, Lee Paddon gets moving with two very 
different games - MicroProse's railway management game 
and TTR's Brigade Commander. 



}10 TRACKS 



v- • . " ' I 



AS ITS DESIGNER Sid Meier 
admits. Railroad Tycoon is 
heavily influenced by Sim City 
and a series of board games 
produced by Francis Tresham. 
whose company Han land 
Trefoil has released several 
games covering the 
development of railways from 
India to the USA. 

For a strategy game to be 
more lhan a simple exercise In 
optimising a technique, the 
opposition must be credible. 
In Railroad Tycoon, there are 
up to three computer- 
controlled rival railroad 
companies that may attempt 
to buy your shares or grab 
your real estate. The manual 
contains several heavy hints 
that it is a good idea to buy 
your own slock. If you buy 
half of the outstanding stock, 
you are safe from corporate 
raiders 
and 

disaffected 
stock 
holders, 
which just 
leaves you 
with the 
battle for 
real estate. There are two 
ways in which rival companies 
can upset your progress. They 
can build track either where 
you want to huild it or into 
your station and then conduct 
'rate wars', in which the 
townsfolk vote on which 
company will get exclusive 
rights to use the station. This 



is the only way you can cross 
the track of an opposing 
railroad. You can protect your 
stations from this second 
threat by building superfluous 
track around them so that the 
bad guys can't build into them 
- although it obviously isn't 
practical to do this for every 
vulnerable station. 

The defender in a rate war is 
usually in a stronger position - 
the station under attack is an 
integral pan of his network, 
whereas it is on the fringes of 
the attacker's network and 
therefore more difficult for 
him to deliver the same sorts 
of tonnages of goods. 
Conversely, because It is so 
difficult for the attacker to win 
a rate war. you must make sure 
that your competitors don't get 
into the lucrative towns before 
you do. 
Obviously, 
you must 
be careful 
not to 
provoke 
too many 
rival 

railroads at 
once with aggressive building. 

I do have one or two 
reservations about Railroad 
Tycoon. Firstly, having 
computer opponents does have 
Its weaknesses - and the 
obvious answer is to allow 
human opposition, ideally via 
null modem to ensure secrecy. 
MicroProse points out. 



mm t _.. * 



however, thai this would 
be difficult because one 
player could build from 
London to Inverness whilst 
another was studying stock 
reports. Secondly, the 
speed with which track can 
be built is one of the least 
realistic aspects of the 
game. 1 would have preferred a 
system such as that used in the 
Hartland Trefoil games where 
there are a number of 
construction rounds during 
which each railroad can lay or 
improve one stretch of track — 


















although we have to remember 
that the multi-player strategy 
market is small and such a 
structure would have 
detracted from the solo game. 
Despite these quibbles. I think 
the game is a 'must*. 
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BRIGADE COMMANDER 

TRADITIONALLY. STRATEGY GAMES have been about tanks and things 
moving round maps divided up into hexagons. So if you're a veteran 
you'll know exactly where you are with Brigade Commandfr from TTR 
Development Inc 

Obviously, it is tempting to try to compare this game with Mi Tank 
Platoon, which attempts to simulate the same hardware The origins of 
these two games are. however, very different. Tank Platoon was 
designed by flight sim programmers who wanted to give a simulation a 
bit of authentic flavour by introducing some basic combined ops 
concepts. Brigade Commander show* its development from traditional 
board wargames with the programmers exploiting the computer's 
ability to allow the game to occur in real time and cope with hidden 
movement and spotting. The player commands forces of up to brigade 
strength. Units are platoons, each of which are given orders which 
they attempt to carrv out Artificial intelligence for your forces is 
fairly limned - they will open fire if ihey think tliey have a fair chance 
of nobbling the opposition and will run away if discouraged. It is, 
therefore, impractical to simulate large engagements because you will 
be rushing frantically around the map trving to respond to newly 
spotted enemy units. 

There is a map. scenario and * 
unit designer allowing the ^ 
wargamer to indulge his historial 
whims - if he has access to vast 
amounts of historical 
information. The game includes 
scenarios set in Europe in a 
hypothetical modem war There 
is also a data disk which 
features, surprise surprise. Desert Storm scenarios The manual claims 
inside knowledge of the conflict with four cumpanv employees "called 
to duty in support of the UN resolutions.* The company does admit 
that the scenarios have been doctored a bit to provide something 
more interesting than a one-sided bloodbath. This ts a well designed 
and executed game - but probably for hardcore tankies only 




SATURN SOFTWARE 



nru 

'3D Master Golf 
HaHMogUc 
1 Meg Cricket 
688 Sob Attack 
Alpha Waves 
AfnajingSpiOormwi 
Atomic Robo Kid 
A10Tor*Kilcr 

A. D.S. 

Back To The Future 3 
Bards Tate 3 

B. A.T. 

Battle Chess 2 

Battle hawk 1942 

B4lyTheKid 

BlBde Warrior 

Blue Mai 

Brain Blaster 

Bock Rogers 

Carthago 

Centurion 

Chaos Strikes Back 

CrachHQ 

Crash HQ 2 

Chuck YeagersAFT 

Cohort 

Colditz 

Corporation 

CyoerconS 

Derkman 

□ays Of Thunder 

Dragon Ninia 

OragonWars 

ELF (ocean! 

Elvira Mistress Of Dark 

F15Str*eEeglea 

FIBCombatnoC 

F199treallhFighu5r 

F29Retaliator 

Fnai Whistle 

Final Con fWct 

Fkghtof the Intruder 

Gauntlet 3 

GenghrjKlujn 

Gods 



AMIGA 

23 99 
29 H9 
19.99 
16.99 
16 99 

15 99 
16.99 
21.99 
19 99 
1599 
16.99 

22 99 

16 99 
16 99 

15 99 

16 99 
19 99 
1699 

19 99 
16 99 
16 99 
16 99 
15 99 

15 99 

16 99 

20 99 
19.99 

13 99 
16 99 
16.99 
15.99 
14.99 
16 99 
15.99 

21 99 

23 99 
1699 
1999 

14 99 
999 

1699 
1999 
16 99 



BUDGET GAMES 



TTTi-fc 


AMIbfl 


TITLE 


A- fld... 


K,'i.u in 


».DU 


Spy « Spy 3 


5 99 


PjTIiN ^Ir/M'lTl 




1 VI1 1)9 W ' 


? -V- 


Wnchy 


is . J U 


C&22B 


■* MB 


cK» m W»i6*j< l L Jail 




UO>0u'IIH i ''iurcS 


> DO 


BKK 10' no ruture c 


'.an 


j£BTy Mutant MCfTOtUrS 

□ rti< f-rt'nf": 

aw imivN 




FUnfv ill Hi 


- - - 




Biasteroids 


& GO 


H artsy Davison 


r Ha 


Pion»flrPl«(|'* 




' * — 




Trackers 


5 99 


Turtles 


12.99 


Eolni & Grvewtg 


6 99 


BpflBtHgRttTZ 


6.99 


TtrrysB'P Adventure 
GLF Boseball 


7 99 


Captam Blood 


7 99 


7.99 


GaidFtunnar 


7.99 


GLF Golf 


7.99 


Barbarian 2 


7.89 


Fedo ration 


7.99 


Suoorster ice Hockoy 


7.99 


Navy Mqvss 


5 99 




7 99 


TimuMuChMio 


b.ss 


BaDislii 


8 99 


Atomic ricook id 


5.99 


Warhead 


6.99 


□ ■ JlliKlUflTrl 


5 99 


Football Manager 


6.99 


Bninbe' Mission 


5 99 


□elaVu 


6 99 


Aiui<n»rnar 


5.99 


Hi! ii. Annul 


B95 




7.99 


Dark Castle 


B 93 


Don Of Wni' 


S.99 


Airbounie Ranger 


799 


Golden Dldkes 


5 99 


3D Pool 


69S 


GemniW»-i]i 
Spy Spy 3 


BiBS 


Armegedduuii 


1399 


5.99 






TITLE 


AMIGA 


TITLE 


AMIGA 


Gulden Ate 


1 Q 99 


Lemmings 


15.99 


Grand Pri* 


23.99 


Ufa 


20.99 


Gremlins 2 


1fl 99 


li: -tPatrol 


14 99 


Gunship2CO0 


21.99 


M1 Tank Platoon 


19.99 


Hani Driving 2 


1599 


Mega Traveller 1 


20 55 


Heroes Ouest 11 Meg) 


21.99 


Man Utd Europe 


1699 


HM Street Btuos 


16 'r-J 


Midwinter 


19 99 


Hudson Hawk 


15.99 


Midwinter 2 


1999 


Ishrdo 


19.99 


Mig 29 Fulcrum 


21.99 


nhnDe 


4 99. 


Monkey Island 


1599 


Jahanoir Khan's Sguash 


i B y h 


Navy Seals 


14 99 


JudjQBOredd 


18.99 


Me ve rending Story 2 


1699 


Kilfino Game Show 
LastNmjaS 


16.99 


Nightshirt 


16.99 


16.99 







TITLE 

PGA Golf Tour 
Predator? 
Pro Flight 
Pro Tenni9 Tour 2 
Ramttuw I slanOs 
R.B. LSBasebeti 
Rick Dangerous 2 
Rooocop 
Robocop2 
R Type 2 

Shadow Of The Beast 2 

SHent Service 2 

Sim Earth 

Space Quest IV 

Sp&jdodlE 

Sprit of ExetJbur 

StarterV 

SuperCarrs2 

Super Space Invaders 

Switch Blade 2 

Terminator 2 

Test Drive 3 

The Pumsher 

T oomamen t Golf 

Tumcan2 

Ultimate V 

USS John Young 

Warlock The Avenger 

WorZone 

Wolfpack 

W W.F. 

n-T y pe2 

Shadowof the Beast 2 
Space Quest IV 
Bpeadbafie 
StartrekV 
Switch Blade 2 
Terminator 2 
Test Drive 3 
ThePunisher 
UlumateV 
Warlock The Avenger 
Wolfpack 
W W\F, 



AMIGA 

16.99 
16.99 

15 99 
32 99 
16.99 
14.99 

20 99 
16.99 
13.99 
14 99 

16 99 
15.99 
2399 
16.99 
?6 55 
15.99 

21 99 
1699 
1699 
20.99 
15.99 

14 99 
15.99 
16.99 
16.99 

15 99 
1999 
16.99 
14.98 
15.99 
1998 
15.88 
16.99 
15. 
26.99 
15.99 
1699 
1589 
14.99 
15.89 
1699 
18 89 
14 99 
19.99 
15.99 



Please mahv all Cheques & P.O.'s payable to SATURN SOFTWARE. P P is included in the UK. Orders under £10 
75p P-P per item. Europe please add £1.20 per item. Elsewhere add £1.75 per item. 



Please send all orders to: Dept AM, Saturn Software, 3 Woodland House, Woodland Road, 

New Southgate, London N11 1PN 



DemX 

Public Domain Library & Mall Order Company 


DemX Public Domain Competition 

Don't forget our Mega Competition 

All you need to do is write a new PD Disc. 

Want to know more??? Then give us a call. 


Blank Discs: 

20+ 28pea." 

•Postage: El.50 per 50 
discs or part thereof. 


Public Domain Disc Prices: 


Animations: 


Games: 


Utilities: 


All PD Discs now 99p ea* 

■Please add 50p PAP. 


Copter Anim 
Taxi Driver Anim' 
Puggs in Space 


Simpsons Game 
Star Trek (USA) (2)" 
Star Trek (t)(2)' 
The Next Generation 
Zeus 

Slideshows: 
NASA Slides 
T. Richter Slides #12 
T. Richter Slides (2)" 
Fenn-Tastic 1-5 (5) 
Fangoria Horror Slides 
Lady Driver 
Total Recall Slides 

Music Discs: 


New Virus SuperKillers 
C-Light V1 .06 
Ham Lab 
PowerPacker 2.3b 
Scandal Utils 1 

Demos: 

Red Dwarf Demo (2)' 
Coma Demo 
Snipe Demo 
Simpsons Demo 
Phenomena Interspace 
Total Respray 
Total Recount 
Total Restyle 
Total Retrial 
Total Rebate 
Total Reheat/Reprint 
Total Remix/Arnie Ad 


Accessories 

10Cap"SlimPac"Box E0.95 

40CapLockableDiscBox E3.50 

80CapLockableDiscBox £4.50 

100CapLockableDiscBox £4.95 

150Cap'Posso'Stackable £15.95 
Amiga Dust Covers £2.50 

Deluxe Mouse Mat £2.50 

Null Modem Lead £8.95 


Basketball Anim" 
The Run Anim* 
Raiders of Lost Ark" 
Miss Ma M Selle (s)" 
Coyotee II (s)* 
Batman Anim (s)' 
At the Movies (s)" 
Juggler 2D(s)" 
Landing{4)(t)— 
Aces Anim(t)' 
Mr Pafato Head 
Tools of the Trade 
5 Ways to kill a Mole 
War in the Gulf 
Of the Head" 


3.5" Disc Care Kit £1.95 

'AMegUpgradewithclock £24.99 

'^MegUpgradew/outclock £22.99 

"Please add 50p P&P 


Flash - Queen (2) 
Crusaders Does Genesis 
MC Hammer Mix 
808 State Remixes 


Key:- (#) - No of Discs, " - 1 Meg. " - 


2 Meg, ' 


" - 3 Meg+, (s) - Eric Schwartz Anim, (t) • Tobias Richter/Argatron Anim. 


Please make Cheques/Postal Orders payable to:- 

DemX 

Dept. (OA), 61 Derby Road, Hilton, Derbyshire, DE6 5FP. 

Please remember to add the Postage & Packing for your order 


Telephone: 

(0283) 734626 

For a free Catalogue Disc. 

(24 Hour Ansaphone) 





OCTOBER 1991 

It's not me I tell you. I 
don't know what 
happened, but the 

picture on 
^HV the Review 
_ ^ Contents 
page is not of me. I am 
in fact six foot three 
with Schwarzenegger- 
like proportions 
and a face that 
would put 
Richard Gere to 
shame. What£ Tips'- Oh 7 
well there's Hunter, 
Armour-Geddon, 
Monkey Island, Gods 
and Populous (amongst 
others). I bet 
that Presley 
bloke's behind 
this... 

BRIAN LOOKS' NESBITT 




Now that Activision's superlative 3D combat game 
has finally arrived. Programmer Paul Holmes takes 
us through the ins and outs of Hunter... 



MISSION GUIDE 

1 ) To begin each mission, visit the nearby 
hut to find a map, a log-book, a clock 
and several other useful items. 

2) Use the log-book to highlight the Allied 
Stores, then make your way there to 
equip yourself with all the available 
weapons. 

3) The method you use to travel around in 
Hunter is your choice, but if you take into 
account that the helicopters are usually 
much faster than ground-based vehicles, 
it may pay you in the long run to find a 
helicopter, save the game and practice 
with the controls for a while. 

4) When approaching a target, fire an aerial 
observation unit, this will reveal the 
positions of any enemy artillery, enabling 
you to land or dock in a safe place. 

5) If there are any armed vehicles available 
at this point you should board one and 
use its firepower to destroy the target, 
thus saving on your own weapons. 

6) If there were any gun emplacements 
shooting at you on your approach, then 
destroy them before reboarding your 
vehicle, this will help to ensure you a 
safe getaway, 

7) At this stage in the Missions and Actions 
games you should either be making your 
way back to Headquarters to receive 
your next mission, or travelling to your 
next target. But remember, wherever 
you're going always use the route that 
you think is the safest and not the one 
that appears shortest. 





DOS AND DON TS 



WHENEVER YOU SPEAK to a character, always try to bribe mem for more 
information (usually with money). 

While travelling through enemy territory in a boat always stay 
as far away from land as possible (most surface to 
surface missile launchers are land based), 

When flying over enemy territory, try to maintain 
a high altitude as you will be out of range from 
surface to air missiles. 

Should you find yourself in the range of 
surface to air missiles, the most effective method 
of avoiding them is to tip the nose of the 
helicopter rorward and fly as fast as possible in 
a straight line. 

Whenever you come across a hut (like the ones 
seen at the start of all the qame types) always 
search it, as these are the buildings where fuel and 
extra weapons are usually kept. Even if you do not need 
anything at the time, you can still write the location in your log-book for 
future use. 
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Only swim if you hove no other choice, os swimming drains your 
energy and the sharks can inflict considerable damage. 

Don't kill unarmed people before you have spoken to them. 

Don't destroy a building before you have searched it. 

Don't waste ammunition by destroying buildings or structures 
that are not listed os 
targets. 

Don't destroy enemy 
installations by running 
into them with one of 
your vehicles, as this 
method also weakens 
or destroys your 
vehicle. 

Don't attempt to enter 
any enemy buildings 
while wearing your 
allied uniform. 

Don't travel deep into 
enemy territory without 
taking extra fuel. 




trcmcu. 

- €fi€ffi 
BOAT. 

- enemv 
CfiOUM Gift. 

»Yllfl€. 
I? - FQfjL 




1 1 When you are given a 
target situated in the heart 
of enemy territory, one way 
of achieving your objective 
without being shot is to take 
a helicopter, fly to the target 
at on altitude high enough 
to be out of range of enemy 
SAMs, locate yourself 
directly above the target, hit 
the help button to achieve 
the auto-land 
system and then 
parachute out of 
the helicopter. 
This way the 
helicopter will 
land itself 
without being 
shot at, while you are 
destroying the target, but 
remember that the 
helicopter will move 
forward slightly when in 
auto-land mode so make 
sure it isn't going to land in 
the sea! You'll still have to 
destroy any nearby SAM 




sites before attempting to 
reboard your helicopter. 
2| As land-mines tend to be the 
least used weapons of your 
armoury, you may wish to 
use them for destroying 
enemy artillery and the like. 
This can be achieved by 
walking into the target, 
releasing a land-mine then 
walking away. 
3 If you encounter a red and 
yellow force-field mine, the 
only way to 
destroy it to 
take a spare 
vehicle (if 
there's one 
available) and 
drive it into the 
mine (making 
sure you dismount well 
before the collision). 
4) tf you are on foot and being 
pursued by an enemy 
soldier or vehicle you can 
avoid a confrontation by 
dropping one or two land- 
mines and running in the 
opposite direction. 
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Worried about the loss of your boat? Wondering how you'll ever 
manage to rescue the Governor from the clutches of the evil 
LeChuck? Fret no longer, as we bring you the final instalment of... 



PLAYERS 



I 



1 



guid! 



FIMAl cl 
EPISODE] 




JLM THE SECRET OF 

Monkey 



►Island 



HURRYING BACK to the 
beach to tee what's left of his 
ship. Guybrush is saddened 
to discover no trace of the 
bod or his conpanions. 
There ore plenty of bananas 
lying around - one of the 
flying rocks must have hi' the 
tree. Scooping rhem up, he 
heads bock into the jungle to 
re. 



A DAM is blocking the path 
of ihe wota so Guybrush 

sets about trying to remove 

it. Using (he gunpowder on 
ihe dam and the spyglass 

with a nearby piece ofninl, 
he soon succeeds in 
destroying the aom and 
getting hii water ftowing 

again. He races bad lo get 
ihe rope. 




^ — . ^ j 




EXPlCWNGMRESTof 
the island reveals a 
macabre place. Bodies are 
strewn oil over on large 
totem potes, apparen'V as 
sacrifices to the large 
monkey head sitting behind 
the fence. Using the monkey 
to open the gale, Guybrusn 
heads inside and grabs a 
valuoble-looldng idol 



HE RNDS A LOOSE 
FLOORBOARD -ol he 
needs to effect his escape. 
Since Herman's bonono 
picker is too large to fir 
through fie floor, he leaves 
it behind as he heads off 
baa b hi* boot. 
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MAGC ESTHE BEST way of 
defeating the ghosts - a 
magic head to guide him, a 
magic root to destroy them 
ana a magic neckbce to 
sneak past them At first the 
natives are reluctant to give 
up their guide, but os soon 
as Gt/ybnjsh shows fcem 
Stan's navigating pamphlet 
(hey are convinced. 




EVENTUAaVGuybrush 
stumble across a dry pond 
and whot oppeari to be a 
dead body nangtng from a 
tree. Clutched in the dead 
man's hands is a coil of 
rope, |ust the thing tor 
reaching the oars 
Guybrush hurries along the 
river bed to see if he can get 
the water Bowing again 



CLIMBING DOWN the diff, 
Guybmsh grabs the oon 
and makes his way to the 
sntal rowing boat. Jumping 
in, he sets sail and 
eventually reaches a beach 
on the north side of the 
island, leading off to a 
native viloge - that wastes 
no lime in preparing lor 
Guybrush stew 




GUYBRUSH'S JOURNEY 
lakes him to the home of a 
rtsher hungry monkey Sick 
of bananas, he feeds the 
ravenous primate and 
gains a follower. Like 
something out of a nursery 
rhyme, wherever Guybrush 
goes the monkey is now 
sure to folfew 



TAKING HIS newiVacquired 
prize to fce natives, 
Guybrush convinces *wm to 
lei him return Herman's 
banana picker, in exchange 
for which he receives the key 
to the monkey head. The 
natives also toll Guybrush 
obout ihe catacombs under 
the island and convince him 
he'll need help. 



J\ T 




ENTERING THE 
CATACOMBS and using 
he head to guide him, 
Guybrush eventually finds 
leChucfc's ship. 
Unfortunately, as he tries to 
board it the ghosts attack, 
forcing htm bock. 
Persuoding the head to 

Eve up its magic necklace, 
i quickiy disappears. 



PREVIOUSLY ON MONKEY ISLAND: Guybrush 
Threepwood, having mastered the three trials and 
obtained his official pirating licence, has fallen 
hopelessly in love with Governor Elaine Marley of Melee 
Island. Unfortunately, just as he was about to propose 
the possibility of considering the chance of maybe 
getting married, she was kidnapped by the ghost pirate 
LeChuck. Guybrush set off to the rescue only to find 
himself shipwrecked (self-inflicted) on Monkey Island, 
with only a banana to keep him busy. 

SOWS LECHUCKI 
Although he can'1 bo seen, 
Guybrush monages lo move 
around with the grace of an 
elephant and needs to find 
another way o( grabbing 
the mailer key, as LeChuck 
heon him every lime he gets 
doie. Using Stan's 
compass, he employ! □ spot 
of magnetic oftroction. 





GAINING THE KEY, 
Guybrush males hit way 
down into (he ship's hold, 
home of me magic voodoo 
reel and filled wi& ghostly 
chickens and pigs. He 
grabs a feather from one of 
the chickens and is about lo 
see if he can use it lo grab 
a bottle of Grog, when he 
spots a irapdoor. 





UNLOCKING IT, Guybrush 
ventures further down into 
(he ship and discovers a 
rat-infested, grease-stained, 
second cargo hold. 
Running bock upstairs. 
Guybrush tickles the ghasf s 
foot with fie ghost feather, 
causing him to drop the 
Grog which he feeds to the 
ravenous rots. 




GRABBING A HANDFUL of 
grease, Guybrush then 
heads back onto the mom 
deck and uses the slkky 
stuff to stap the jail door 
from squealing when he 
opens it Cautiously, even 
though he is invisible, he 
steps inside 



A SLEEPING GUARD rests 
ogoinsl the door holding 
Governor Marley prisoner. 
Unfortunately. Guybrush 
can'l find o way to open 
*•« door, and settles 
instead for a bunch ol tools 
hanging on the wall 
Perhaps they'll open the 
mysterious crate m the 
hold 




INDEED THEY DO. Inside, 
Guybrush Finds ihe mogicol 
voodoo root and wastes no 
time m getting it back lo the 
natives so thai they can 
moke their anti-ghost 
spray. Armed to the tee* 
wi#) spirit spritzer, 
Guybrush prepares to 
storm the gfost ship. 





ITCHING FOR A FIGHT, 
Guybrush races through the 
catacombs and yells a 
mighty war cry os he leapt 
out to the boot, only to find 
it gone. All that's left is one 
lone crewman who informs 
Guybrush of LeChuck's 
ptan to marry the Governor 
bock on Melee Island. 




LUCKILY. Hermon hoso 
disused boat which 
Guybrush uses to get bock to 
Motee Island. As soon as he 
pulls into the dock, he rushes 
to the church just in time to 
hear the padre say, 'If any 
man here has good reason 
as to why this man - erm.. . 
ghost, and this woman 
snould nol be married,..' 



GUYBRUSH SPEAKS UP. 

much to LeChuck's 
annoyance. The moment 
has come. Ifs time to end 
LeChuck's reign of tenor 
once and for all. Guybrush 
squares up and holds out 
the bottle of ghost spray, 
oniy to find LeChuck's hsl 
conned with his jaw. 



[i I JMlQUjlll 

til • 



. . . i 



HAVING BEEN FuNCHED 
ol over lie island, 
Guybrush finely ends up 
inside Stan's Grog 
dispenser. Hoping that a 
con of the stuff will work 
just as well as the spray, 
Guybrush fires and _ 



... finishes off LeChuck once and for all. As the pirate explodes brilliantly in the night sky, a feeling of 
romance and passion wells up between Guybrush and Elaine as they fall in love... good, clean love... 

without utensils. For now, his quest is at an end. 
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HOLLYWOOD COLLECTION 
RoboCop. Gnot-Pvi«a~ 2. Indiana Jones. 

Batman The Movie 
ALL FOUR GAMES FOR ONLV -17.99 



FLIGHT COMMAND 
ElirTtnBlor. Stnke Force Haniet. LancB-ler. S-v 
Fox and Sfcy Chase 
ALL FIVE GAMES FOfl ONLY CI3.99 



POWER PACK 
Xenon 2. TV 5pon9 Footbal. Bioocwy-n and 
LrrroenJ R«9y 
ALL FOUR GAMES FOfl ONLV C14.99 



COMPUTEH HITS VOL 2 
letrifl, Joe EUade. Ocftten Pain, and Black 
snadc- 

ALL FOUR GAMES FOR ONLY D5.M 



TNT 

Hard Onv-i. APS, Kybol*. Toot-n and 

LVagon Sprni 
ALL RVE GAMES FOR ONLV El 5.99 



LIGHT FORCE 
Bio Ciia-enae IK+, Voyagef end R Type 
ALL FOUR GAMES FOR ONLY El * .99 



MIND GAMES 
AoslerUZ WalefVxi and Ctt-ia In 
Europe 

ALL THREE GAMES FOR ONLV C14M 



BIG BOX 

n Blood, Solan Guns Toeftaoo Ouoarv Bu_t*_| 
P_9. Tin To on th— Main Purple Saturn Day. 



PLATINUM 
Black Tigei. Sltldet. Forgofien Wortdt and 

QnoUs and Gt-MU 
ALL FOUR GAMES FOR ONLV 1*16.99 



FIST Of FURY 
Dynamite Dm. Shinooi, Ntnja Wairiors and 
Doucie Dragon II 
ALL FOUR GAMES FOfl ONLY £16.99 



MAGMiM 4 
Alpitoirxn Double Dragon. OpCfaoon WoH. 
and Batman Caoei 
ALL FOUR GAMES FOR ONLV E17.99 



POWEH UH 
Anered Beasl. R_*nbo* Island, X-Out. Chaaw 
HQ and Tun lean 
ALL FIVE GAMES FOR ONLV C17.W 



WHEELS Of FIRE 
Kara Dnvin. Cnasa HO. PowonWl end Turbo 
Outrun 

ALL FOUR GAMES FOfl ONLV C10.99 



WINNING TEAM 
AP6. Klax. Vlndtcaloni. CyberDall and Escape 
horn (he Robot Mons-O's 
ALL RVE GAMES FOR ONLV E19.99 



PRECIOUS METAL 
Xenon, Captain Blood. Crazy Care and 
Af»ano__ 

ALL FOUR GAMES FOR ONLY C14M 



SOCCEn MANIA 
oolba I Manager 2, Ga_a& Soccet . lAcropto-iej 
Soccat. F/bal Man World Cup Ed_h>n 
ALL FOUR GAMES FOR ONLY C9.W 



GRANDSTAND 
Gazza Supoi Soccer. Pro Tennis Tour. World 
Class LeaoerboafO. and Continontal Circus 
ALL FOUR GAMES FOfl ONLY £17.99 



CHALLENGERS 
Kick 00. Super Ski. Fighter Bomber. Great 
Couris. and Shin Car Rarer 
ALL FIVE GAMES FOR ONLY £17.99 



VIRTUAL REALITY VOL 1 
Midwinter, Camor Con-nand. Slunt Car Racer. 
SlargBder 2 and Int Soccer CnaUlenge 
ALL FIVE GAMES FOR ONLV C2I.99 



DOUBLE DOUBLE BILL 
TV Sports Football. Lords or the Rising Son, TV] 
Sports Baskotoall and Wings 
ALL FOUR GAMES FOR ONLY £20.99 



BUDGET TITLES UNDER £10.00 
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24 HOUR CREDIT HOTLINE 0839-300 606 



ORDER ENQUIRIES 081-747 4757. FAX: 081-995 1325. 'Some games may not be released on scheduled time. 



Please charge my Access/Visa card no: 



Expiry Date: 



Or. 199' 



Machine: 


Price 


Computer Titles 
















Existing Customer Pis quote account no: | 1 



Name. 
rVkkesa 



.. r. .......... .r r, . 



Tel: 



Postcode 

Please make cheques and/or postal orders payable to: Legend Software 
Credit card orders taken, 75p postage and packing. EEC countries ado £2.-0 per item. 
Non EEC countries add -3.00 per item. All items subject lo availability. E & 0. E 



WANTED 



ALIENS 




USE YOUR 

VOICE 

TO 
OUTDRAW 
THE 
GUNFICHTER 



SH PRIZES 



31 3590 




Can You 
Kill 
The 
ALIENS 

For 
CASH 
PRIZES 



V you are under IB yecn of oae please obtah permlabn of whoever pays the phone ML 
INFODIAL POBo. 36 LSI 4TN Cd charges 36p Per Mln Cheap 48p Per kfri Al Other Tlmei 




TQ ffiB QY 

DBCArTHEDEMONS,GHOULES JtZOHBIES\ 
MMTBECDNflNGKIlHStAOEyE/ 
RKMS BEYWC YCXJRWUDeSTDREAWK 

0898 771 956 

C.LC. tiniWg, PO Bo* 1660, B1 1AA.I 
c»u a* Hp/mn M Jp. 46pfir*i arm rtrmi./ 



Could You Improve 
this space? 




To Advertise Call 

071 490 0991 



ATARI ST/STE - AMIGA 



Games (or REVIEW or PURCHASE 
TRY before you BUY 
At least 15% off all software Guaranteed Originals 
We have the LOWEST Membership & Review Fees of 
any ST & Amiga Club 
Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPSHOP 
SPECIAL OCTOBER OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of 

Membership Interaction 
Please enclose LARGE S.A.E. - 30p stamp to: 
CunvCom Software (International), 
Dept THO. Gardener's, 63 Kings North Road, Ashford, Kent TN23 2HZ 

Please state format. 



SPA SOFT COMPUTER SERVICE 



ATARI 520 ST FM- Discovery pack „ £269 

ATARI520ST-Discoveryextrapack £289 

ATARI520ST-Goldengamespack(inc64disks) £349 

ATAR1 1 040 STE - Golden productivity pack (inc 60 + disks) £399 

AMIGA500-Starterpack „.„ £289 

AMIGA 500 -Cry stal games pack- (1 meg ram + 14topgames) £389 

{J^^y^consote „ £89 

COMMODORE-cdtvandsycokillergarne „ £549 

SEGA-gamegear(ltdstock) _.„., — £85 

AMSTRAD - dmp 31 60 printer „ „.... £1 29 

ATARi-eoOcomputerdiskdrive + sortwareand joystick £60 

HPDESKJET-500inkjetprinter £499 

SEGA MEGADRIVE - altered beast £139 



PHONE FOR TRADE IN PRICES 
123 MASON AVE 
ISLINGTON 
LEAMINGTON SPA 



MAKE CHEQUES TO SPA SOFT 
SEND TO SPA SOFT .. |TOl 



STAFFORDSHIRES FINEST 
COMPUTER STORE! 

(PROBABLY) 

QUALITY SERVICE. COMPETITIVE PRICES 



DI5K5 DEALS 

10 KAO BulU ie**c«rx»Qd 

SO KA08u)kUr*yarx»d3Vr 

1 00 KAO BulkUnbranded 3 VS" 

Looeh included 2 »or 1 ouaronte© 

JOYSTICKS 

My rfefc rAcio-Swffched 

Pytnon. Micro- Switched . 

Apache , 

ZiptflCkAutofirQ,...,._.™ _ .... , 

Manf aray Autoffro , „ .... 

Stingray Autoflre — _~ ,— 

toil. Navigator , ____.__.„™ 

KonU Speedklng —■ ,„■,„„ 

Topttor — „ — ,—„_...-,___, , , 



E4.95 

.522.96 
£39 95 



Naksha UogitKJe Mouse (writ* oo iloatm) 

SquUc Moik? (Naksha soec) ,„ 

Cumorvo CAX3S4 AnUoa External Drve 

Amiga A5PD 70 Mog < lord Drive . 
Amiga CD Rom CM tve. 

Amiga Mog Upgiadewlth dock (1 6chip) _~ 

Amiga '*MoQUpgio^wBtxxjtc»ock(16chip>. 
Amiga 1 Meg Upgrade wflh clock. ,._„„„„._„._ 

Mousomat — , ■■.__,..-„.,-. _„__ -_-„_„„.,„ 

Amiga/5T Dust cover 

Mouse Pocket _.._..._„.„ — . 

10CapoclryDrskBo» 

60 Capacity Oak Bo* .— —..,-„.,- 

1 00 Cacocny Dak Box . - _ 

250 Capacity Oik Bern „,_,.. 

3 >*"D«kDwe Head Cleaner _ 

Amiga Stereo AuOtoCobtos 3M 

Amiga '1 Player Adap tor. „„._ „. 

ST Plrjyrw Adaptor 



Automatic Joyfllck/Mowwi Switch 

Joystick Splitter 

Printer Cables from , 

icoos moro lead* in stock call tor ptlc* 



.£1395 
. £10.99 

E6.95 

. ..£14.95 
. .514,96 
£15.95 
£1395 
. £10 95 
£23 95 



£2.1 50 
£1850 

£299 00 
. £PQA 
...£34.95 
£29 99 
£9999 
£7 99 
£450 

£1 .96 

£0 99 

£4 95 
.£5 95 
£2495 

£395 

£595 

£5 95 

£595 
£16.95 

£3 99 

£950 



70S 



PHONE ON 0926 113706 



MAIL ORDER OR VISIT OUR SHOWROOM 

COMPUTERHOUSE 

86 GEORGE ST., NEWCASTLE, STAFFS, ST5 I DN 
CREDIT CARD HOTLINE AND ENQUIRIES (0782) 71 1 237 
LOTS OF DISCOUNTS ON SOFTWARE AND HARDWARE INSTORE 
PUBLIC DOMAIN AVAILABLE OVER THE COUNTER FOR ST AND AMIGA 



All P»CC WCUIDf VAI POAK ADO £200 P-P ON OtfDtSS UHDifi «5M 080(95 (2500 AMD 0VI9 
P - f mL PUAil AU0* K* CNEOU! CliARANCE ORDBB DBPAICHED SAW DAY WHJPf POwtBU. 




In the third and final part of their look at Gods, the Bitmap 
Brothers take us through levels three and four. 



PLAYERS 

GUIDE 







LEVEL3 



IN THIS WORLD you hove b find *>e mace, 
powerup and weapon ar c to get the wcfU 
key from he large treasure room. 

Go right ana down ihe lodder. Go up 
the next (odder ond down into ke pit lo 
the right. Kill the monster to get the lime- 
bomb. Go up ond right and pull Lever ? 
to move Block 1 Go down andpull Lever 
3 to open the Iropdoor above. Throw he 
bomb down twice to kill me bee hive. 

Drop down ond pul Lever A. Go right 
and pull Lever 5 to get the maces ana 
door key, Go to Lever 8 pulling Lever 7 
on the way, through the door and up to 
the three trapdoors. Pul Lever 1 2 to 
lelepcrf to get the gold bowl, Go to lever 
15, colled the (deport key and pull Lever 
1 5. Go through the dec and colled the 
power-up ana treasure key. Go to lever 
20, pult to open the door and reveal the 
wide ore Stay neor the door so that your 
weapons wiB break the Blocks in the 
iling to make the zap, energy and gold 



HIDDEN PUZZUS 

To find the massive treasure chest... 
I'y Lever 1 7 there is a h dden switch, 
press this and find the other two in World 
3 for a massive bonus. 

To stop the thief... 

The thief who steak the fi'e gem can be 
stopped with o freeze alien potion 
purchased from the shop, or zapped by 
pulling Lever T. 

The first port of the puzzle is to find and 
collect two vessels and lake them to the 
final door. Don'! pull any of the Levers 
that you're not told to. 

Go right and down the first ladder. 
Colled Ine Bosk and go up lo Lever 1 1 . 
Up the loader ond across to coiled the 

GODS LEVEL 



towards the right, then repeat when he 
jumps bock to the right. To time the jump, 
watch out for the Minotaur stepping 
Luckwords. When he does this, he will 
then step forward, shoot and jump. 

The Shop... 

Buy maces. fireballs, hunters and Power 
Potions. 



LEVEL 4 



Moke your woy to the top of the room 
and destroy the Block thai the door key is 
testing on. Colled the key and pull lever 
2. Go through the door. Drop down 
through the opening above Ine trap. A 
moving Block will appear ond save you 



key 

HIDDEN PUZZLES 
Short-cut 

The short-cut to jump the world can be 
reached in two ways. 

Go down to just beyond Lever I ond 
then return to the start. Colled the trap 
key. Go to below block 2. The trap key 
will make this move. Go up ond walk 
along to the right. Pull Lever 23 and 
colled the maces, treasure key ond wide 
arc Go to the final room ond you wjll 
receive o power-up. 

The second method to move Block 2 
means doing things the hard way You 
mustn't pull Lever 1 and reach 
Block 2 in a short time. 

Hidden treasure 

look to he ceiling of the 
final room. 

The shop 

Buy power -up 



YOU HAVE TO COLLECT 
the fire, ke ond water 
gems to iPummote ihe lights » f 
in the central room. The lire 
gem will be stolen by the thief at the 
top of the second ladder. 

Go to Lever 7 and enter the door. PuH 
Lever 8 to open the trapdoors obove. Kill 
he thief ana take the gem. Exit through 
the door by Lever 9. Go bock to the light 
room and up to Lever 1 3. Enter the room 
and puH Lever 1 A to open the door. Pull 
Lever 16and walk left to colled the 
shield. Pull Lever 1 5 to move Block 3 
(this allows you to go to the treasure 
room). 

Reset lever U to open the trapdoor 
on ihe left ond colled the ice gem. Go left 
and down the first lodder. Pull lever 20 
to move Block A up ond 21 to open the 
trapdoor. Go down the (odder on the 
rignt. Pul Lever 1 9 ond reset to blow up 
the trap. Colled waSsr gem. Retom to he 
light room to exit 





KEY 

Tropdoo. key Swilth 

Room hey - Toktporl »ton« 

ItUport bay Htddoo iwrtth 

***** f Trop 

T mat uts key , 

<] World key ® **>-PP-"» qjB *v. 

J Vow • B"**"!™ W Gold bowl 

(3 Trapdoor 4 oflrod potion ^ Ho*k 

I Moving block I I Breakable blo<lc ^ Ceramk pot 



rerarnk pot. 
Down ond 
along to lever 
. Pull to get trap 
f key. Pull lever 9 

and jump up to collect 
the world key Back down 
and reset lever 8 to enl. 

HIDDEN PUZZLES 

To find extra potions.,. 

Pull Levers I and 2 to see who! happens 

when you pull Levers 5 and 6 ond then 

try resetting them. Be careful of spikes 

oppeonng oeneath you. 

To get on extra life... 

Puf lever I , go right quickly and pull 

Lever 4. 

Boss guy... 

The Minotaur is fairly straightforward, 
being similar to the Centurion in Level 1 
The added complication is that the 
Minotaur con jump on your head if 
you're not careful. When the Minotaur 
jumps, run underneath and behind him 



from foiling on the spike. 

Go through he door on the right, |ump 
across onto the lodder and climb down. 
Destroy the Blocks to your left then pull 
Lever 4. Use the zap to kill the monsters 
(hen climb bock up the ladder to get the 
room key Go down to Lever 5 arid pull it 
to enter the trap room. 

Quickly jump up to your loft and pult 
Lever 6. This stops the moving Block from 
knocking the world key into Ine traps (rf it 
does, you will need to get and use the 
trap key to get the bomb to destroy 
them). 

Exit the room ond then make your way 
up to the world end by Lever H . 

To find a gold treasure chest.. 
Use the trap key from the trap room to 
move Block 2 and go down into ihe pit. 
There is a gold treasure chest here. You 
will also find another trap key to move 
Block 1 

The Shop... 

Buy maces, fireballs, hunters ond power 

potions. 
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Here, your Knit is to colled the thr__ 
alchemical implement* and rohxn them 
to me oxnemist' s room 

Go right, down rhe Hairs and jump 
onto the breakable Blocks Walk right 
and be careful not to release Bie trapped 
monsters. Go down the ladder and 
collect the gold bowt. Enter Iheraomby 
Lever 7. 

Pull Lever 9 to Wow op the trap and 
collect the alien oltrocf potion on the 
way. Pull Lever 8 to logger the thtef who 
will be carrying the pestle and mortor 
Go to Lever 10 and drop (he potion to 
attract the thief Kill the thief and tofce the 
mortor. 

Pull lever 6, go left, pull Lever 11 and 
drop down. Go to the bottom of the map 
ana collect the door key from behind the 
breakable Blocks. Go bock to Lever 1 2, 
pull, enter me room and collect the lamp. 
Putt Lever 1 3 to reveal a trap key to 
move Block 2. Enter the Alcnerflist's 
room, collect Ire world key and exit 
th'ough the door to the right. 

HIDDEN PUZZUS 

To enter the bonus section.,. 

There is a bonus section which can be 
entered by collecting the room key from 
the section above the first door and then 
pulling Lever 1. 

To find a free familiar... 

Collect the ail lamp from the bonus 

section and pull Lever 4 to get 0 familiar. 



o spear. You will need to be ccrrying this 
when you pull lever 1 to move Block 1 . 
Reset Lever I and go through the door to 
the led. Go right and down the (odder. 
Pull Lever 2, then Lever 3 and go through 
th* door to the right. Go to Lever 7 and 
pull it. 

Return to lever 4 and go bock through 
the door. Collect the wona key ond go 

up the ladder This takes you Dock to the 
left of Lever 2. Make your way to Lever 8 
and pull it to enter ihe final guardian's 
room. 

HIDDEN PUZZLES 

To get me treasure key... 

When vou get to Lever 1 , don't kill the 

thief - he brings vou the treasure room 

key. You will find the treasure room by 

dropping down the trap door by lever 7 

ond going through the door at me 

bolom orthe pit 

To get the axes.., 

To move Block 2 ond gel the axes you 
need to do the following: make the thief 
get Ihe mace from above Levers 5, 6 and 
7. Pull Lever 7 to open the trap door. PuH 
Lever 6 to move Block 3 to knock the trap 
key into me pit below, 

Reset lever 7 c close the trap door. 
Pull Lover 5 to open the trap door next to 
the thief. Wail for the thief to collect me 
mace and come down to you. Kill Ihe 
thief ond collect the moce. Pull Lever 7 to 
open the trapdoor and collect the trap 
key. You wil now be able to move Bock 
2 and use the mace to break ihe Blocks 
to allow the axes to be dropped. This 
mokes it far easier to kill Ihe final 
guardian. 

And that's it! There is no more. You're 
at the end. Now for Magic Pockets... 
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HEAVENS ABOVE! 
Bullfrog's classic 'God 
simulator' is re-released 
this month on Electronic 
Arts' Star Performers 

budget label 
- just in case 
there are any 
of you left 
out there 
who haven't 
already got it 
in your 
collection 
(see the 
Cheap And Cheerful 
section for more details) 

So, for those of you 
who've just picked up this 
incomparable software 
landmark - or even for 
those of you who've been 
playing it for two years 
ana still haven't mastered 
the art - Bullfrog supremo 
Peter Molyneux (above) is 
happy to pour forth the 
benefit of the knowledge 
he's gained over almost 
three years of eating, 
breathing and even 
sleeping with this classic of 
games program. 

To get the most out of 
this guide, it's best that 
you Team the basic ropes 

E our self by practising the 
rst few worlds. Once this 
is done, try them again 
using some of the Bullfrog 
game-busting techniques - 
this should soon have you 
whizzing through the 
landscapes 

Finally, once you've 
completed a level, why 
not go back and try it 
again using completely 
different tactics? This is 
one sure way to get to 
grips with all of the 
game's idiosyncrasies and 
should also keep you out 
of harm's way from now 
until Christmas. 

Right, that's enough 
scene-setting - now if s 
over to Peter and the 
boys... 



HOW TO SURVIVE 

(Or... Cleverness Is Next To Godliness) 



BUILDING 

To build ground quickly, double click on one point, 
then remove the top point. This allows you to create an 
area of nine flat blocks using only three clicks. 

'TURFING' OR 'SPROGGING' 

Reduce the area of crop fields that a castle has and 
the size of the building is reduced, lowering the 
capacity of the building to hold people and forcing a 
walker to leave. Use this method to Force a walker 
from a large castle. It's important to note that the 
largest castle uses an extra block around the edge of 
its crop fields; this land cannot be used for direct 
settlement. 

LAND MAINTENANCE 

Keep your land clean and tidy by removing swamps, 
rocks and broken and bad land. Without a strong, 
clean landscape your population will not flourish. 
Always remove swamps, as these are a direct drain 
on your population (especially the bottomless variety). 




HOW TO DEAL WITH 
KNIGHTS 

If the enemy starts to use 
Knights against you, you have 
a number of options open. Try 
ignoring the Knight and let it 
rampage through your land 
and burn a few houses, but 
make sure that you clean up 
the land and resettle behind it. 

Drowning a Knight is no 
easy matter, as the 
computer opponent 
usually doesn't allow 
you to get away 
with it, but it can be 
done with practice. 

A good method is 
to build a tough Leader 
that can defeat the Knight 
in combat. It's possible to use 




a system of 'nippled' buildings 
(see opposite) to create an 
artificial barrier to the Knight's 
progress. Nipple the land and 
let the Knight right through the 
small houses, Then remove the 
nipples to free some flat land 
to resettle. 

TOUGH LEADERS 

Collect your people as a 
Leader, then use him to 
assault the enemy. This 
is one of the most 
satisfying ways to 
play Populous. A 
tough Leader can also 
defeat opposing 
Leaders and Knights and 
can go on to form a tough 
Knight for your side. 





PAPAL MAGNET MODE 
Careful use of this mode early in the 
game can move your Leader and 
people away from the homeland a 
into a new territory fresh for 
expansion. 



nd 



WALKERS HAVE IQ 
Every walker has a degree of 
intelligence determined by the 
technology level and the number of 
times they have been 'sprogged' from 
a settlement. The degrees or 
intelligence are reflected by the 
walker's ability to locale new land 
and so on. A low IQ walker will only 
spot land five or six squares away. 

TECHNOLOGY 
A player's technology level directly 
affects the outcome of any combat 
rne/re involved in. The weapons 
factor acts as a multiplier, so weak 
people with swords are often a match 
lor stronger club-wielding walkers. 



■ THE ONE OCTOBER IM'M 



ADVANCED TECHNIQUES AND STRATEGIES 




AND NOW, ESPECIALLY FOR THOSE 
OF YOU who think you have the hong 
of things, here's o few of Hie Bullfrog 
boys' best kept secrets to help you get 
post those annoying little worlds 
which ore just that little bit too difficult 
to beat... 

NIPPUNG 

Turf people from coshes by lumping or 
nippling the land around them, but 
don't remove the lumps, just let the 
walkers settle amongst the smaller 
castles. Do this to a large area of your 
castles, then remove all the lumps. 
Creating this knock-on effect should 
produce a number of new castles at 
the edge of your land, and you can 
then expand out from these buildings. 
This tactic also shortens the time token 
for o walker to settle after being 
turfed, a vital strategy for landscapes 
where the environment is harmful. 

MULTI-SPROGGING 
This is similar to ntppling and is 
designed to create as many 
settlements from one as 
possible. A large castle that ■'^& tz 
has a reasonable 
population in it can be 
reduced so that another 
walker is produced and 
another wolker from that. The first 
walker will have settled and can also 
be reduced to produce a wolker. From 
one castle four settlements have been 
created. Flatten the land and you have 
four costles from one. 

DETERMINATION 

The best way to win any game is to 
out-build the opponent. Against the 
computer at higher rates this is often 
quite hard - however, you can keep 
building offer the computer has 
altered its priority to attacking rather 
than building (if you weather the 
attacks and continue to build as fast 
as you can). 

POOR MAN' 5 VOLCANO 
Get someone into the enemy's land 
and then settle them, scroll the map to 
the furthest point from the flag of your 
building then raise the lond upsetting 
as many of his houses os possible. 
This is o cheap way to create a 
volcano. 

SWAMPS 

Quite simply the most lethal weapon 
you have. He who swamps first 
swamps hardest. Swamp the enemy's 
Leaders, his Knights and his people. 
Swamps will significantly reduce his 
population and con often keep the 
computer player down while you are 
building. 



THE SWAMP PLATFORM 
To counteract the effect of the 
computer swamping your Leader, 
place the magnet in on area of land 
that is lumpy ond not susceptible to 
swamps. Collect your Leader here and 
then release Knights into his land. The 
computer will try to swamp and hove 
no effect, thus wasting manna. 

BUILD HIGH 

If the computer has flood and few 
other options, it is a good lactic to 
build two or three leveis high. You can 
simpfy ignore the flood and let it affect 
only its own people. 

DOUBLE VOLCANO 
If you do use a volcano, fry to do it on 
top of another - either one after the 
other or on the site of an old volcano. 
A double volcano is very time- and 
manna-consuming to remove. 

CHARGE 

Getting your buildings in amongst the 
opponents gives you the chance 
to drown people, upset 
buildings ond generally 
E^.i^ start attacking where it 

hurts - his home. You also 
get the benefit of being 
*i v SGn?r from swamps and 
i» > other effects. The computer 
will start to clean up the land 
your people are settling as if s also its 
own land. 

ZEN 

Try building lots of settlements without 
bothering to rum them into cashes. 
This gives you a larger number of 
walkers. Zen allows you to ignore the 
special effects ond concentrate on 
spreading and leading your people 
with your leader. Building through the 
hills tends to stop enemy Knights, os 
they spend all their time killing small 
ond worthless huts and tents rather 
than the important houses ond castles 
(this'is called the 'soggy mountain' 
tactic). You should also build castles at 
the back of your land with this buffer 
of tiny settlements before it. 

EXPANSIONIST POUCY 
Leorn the patterns of crop fields that 
are required by the various buildings, 
team the fastest building techniques, 
and leam how to 'mulh'-sprog' and 
'nipple'. Then keep your land clean 
and build. Then build some more. You 
can win very tough games this way. 
Keep building until you hove out- 
populated the opponent and have 
enough energy to Armageddon. 

LOUISIANA 

tf it moves, swamp it. If it doesn't 
move, swamp it anyway. 
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fIGHT MODE 

Trtis mode is very good for passive expansion: your people will 
tend towards the enemy, settling as they go. This is most useful 
when you're close to the enemy at the start of the game. 

THE FIGHTING LEADER 
You can use your 
Leader as a direct 
and controllable 
weapon. Place the 
magnet in the 
building you want 
to attacK, and 
then go into 'goto 
magnet 7 mode. 
Your Leader will 
charge off and 
attack the 
building, settling il 

after the combat. Move the magnet and off he charges. In this 
mode you are not settling anything except the buildings you are 
fighting over, so beware of depopulating your lands or of being 
out-populated. Your leader is constontlybeing supported by 
your walkers who are drawn to him 





HOW TO WIN GAMES 

The most gratifying way of finishing games is by direct use of your 
leader. A couple of tough Knights certainly knock the stuffing out of 
weak opponents. Aided by the leader you can quickly finish the 
opponent off. Armageddon will draw Ibe game to an instant 
conclusion, but for a bit of variety try swamping just before you call 
it up. 



COMPUTER STRATEGIES 

Learn the tactics and strategies 
that the computer uses, look at 
the options it is allowed and 
decide which effects will be 
used. If it can only flood, then 
build higher. If it can only 
'quake, then get ready to be 
ihaken about. Leam the way the 
computer builds and take 
advantage of it. 
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SOMEONE ONCE 
ASKED me hew I con 
tell whether on 
applicant has the 
necessary skills to be 
a Contact. It's quite 
simple really. Each 
Contact- wanna be 
goes through a 
rigorous four- week 
training programme 
at the Brian Nesbitt 
Fitness And 
Awareness Centre, 
followed by three 
months in my Brian 
Nesbitt Neural 
Sharpening Tank. 
Next come seven 
years in one of my 
Brian Nesbitt 
Kamikaxe Training 
Schools until finally, I 
fly each applicant by 
helicopter to a 
location three miles 
south of the North 
Pole, from where they 
must make it back to 
EMAP Towers armed 
only with a compass 
(without a pencil), a 
half-eaten Crunchie 
bar (to give them that 
Friday feeling) and a 
1 972 copy of The 
Adventures Of Jack 
London In Big Print 
For The Older Header. 
Power mad? Me? 



NAMfcTimEasley 
ADDRESS: 2 Wisbech Rood, 
Croydon, Surrey, CRO 2LY 
TELEPHONE: n/a 
TIMES: n/a 

GAMES: BatHe Sguodron, 
Chose HQ. Chuck Rock. 
Double Dragon 1 & 2, 
Dynamite Dux, Ghouls & 
Ghosts. Ghoslbusters 2, 
HyW, Ikon Womors, James 
Pond, Midnight Resistance, 
Nebulus, New Zealand Story, 
Pang, Robocop. 

NAME: Marl McKeown 
ADDRESS: 27 Deacon Street, 
Belfast, BT15 3EG 
TELEPHONE: |0232| 352432 
TIMES: Monday ta Sunday - 
7.30pm to 10.30pm 
GAMES: Atomic Robokid, 
Ballfe Command, Battle 
Squadron, Blood Money, 
Chuck Rock. Defender 2.F19 
Steal*) Rghter, Golden Axe, 
Indianapolis 500, James Pond, 
KkkOft2, lemmings, Line Of 
Fire, Mega Phoenix, Populous, 
Superette 2, Switcnblode, 
SWIV, Team Suzuki, Toki. 
Turrican 2, Venus The Flylrap, 
Wings. 

NAMEAodhogc^aRioraon 
ADDRESS: Oasfi nogurrane, 
Kilcummin, Killomey, Co. 
Kerry, Ireland 
TELEPHONE: n/a 
TIMES: n/a 
GAMES: Adept, 
Chuck Rock, Escape FraB 
Coldifz. Full Contact, Ninja 
Rabbits, Prince Of rersipj-^/ 
Robocop, Super Cars 2*te-~>fl 
SWTV, The Killing Cloud, Tc*ol 
Recoil. 

NAME: James Prentice 
ADDRESS:! 7 Millfield, 
Berkhomsted. Hertfordshire, 
HP4 2PB 

TELEPHONE: (04421 872877 
TIMES: Monday to Friday ■ 
6.00pm to 9.30pm. Weekends 
-After midday 
GAMES: Batman The Movie, 
Future Basketball, Indianapolis 
500, kin Iran Man' Stewart's 
Super Off Rood Racer. Karate 
Kid 2, Kick Off 2 [and final 
Whistle), leisuresuit Larry 2, 
Lotos Esprit Turbo Challenge, 
M.U.D.S., New Zealand Stop/, 
Nitra, Ponza Kick Bcudng. 
Player Monoger, Police Quest 
1 &2,Robaop,SimGty, 
Space Quest 2, Stunt Co' 
Racer, Super Hang-On, TV 
Sports Basketball, TV Sports 
Football. 

NAME: Dole Grafton 
ADDRESS: 157Gudgehealh 
Lane, Foreham, Hants, POl 5 
6PR 

TELEPHONE: (0329) 221603 
TIMES: Monday to Friday - 
After 4.00pm, Weekends - 



Sensible hours only 
GAMES: 688 Attack 
Submarine, Afterburner 2, 
Archipelagos, Armour- 
Geddon, ATF 2, Awesome, 
Axel's Magic Hammer, Bock 
To The future 2 & 3, Bottle 
Chess, Beach Volley, 
Blasferoids, BMX Simulator, 
Brat, Budokon, Codaver, 
ChaieHQ2.ChudRock. 
Days Of Thunder, Duck Tales, 
E-Motion, Escape From 
CoWife. Eye O- Ihe Beholder, 
F15Strifce£aa!e2.f!8 
Interceptor, Ft? Stealth 
Fighter, f 29 Retaliate. Finol 
Whistle, flood, full Contact. 
Future Basketball. Gods, 
Gdden Axe, Hard Drivin 1 & 
2 Hun-- "polls 500, 
Jock Nicklaus Golf, Kick Off ' 

5 2, Kid Gloves. Lemmings, 
Los> Patrol. Lotus Esprit Turbo 
Challenge, Manchester United 
Europe. Miami Chase, 
Midwinter, Nitra, Oops-Up, 
Pang. Parodraid '90. 
Populous, Pro Tennis Tour 2, 
Prince Of Persia, Rick 
Dangarous 1 &2, SccrtfOf 
Wonfcey Island, Supercars 1 & 
2, Super Off Road Racer, 
Supremacy. Team Suzuki, ihe 
Killing Game Show, Turrican I 

6 2. X-Out. Z-Out, 



Arcto^S 



NAME: Tyrane Nofyce 
ADDRESS: 30 Drury lane, 
Patmore Estate, London, SW8 

TELEPHONE: (071)627 5919 
TIMES: Monday to Sunday - 
6.00pm n 8.00pm 
GAMES: 9 Lives, After The 
War, Batman The Movie, 
Battle dws, Bottle Squadron, 
Bottle Storm, Beach Volley, 
Bomber Bob. Budokon, 
Crackdown. Crazy Cars 2, 
Cyberlxill, Deathtrap, Deluxe 
Paint 2, Double Dragon, 
Drogo- Breed, Escape Fram 
ThePtarictCJfThelwbot 
Monsters, FA-18 Interceptor, 
foban. Flimbo's Quest, Flood, 
Fh/ing Shark, Future 
BaslujtballGc^.GoWenAxe, 
Gremlins 2. Gunship, 
Hostages, It Came From The 
Desert, Italy 90, hwhoe, 
James Pond. Kick Off l& 2. 
Lotus Esprit Tunbo Challenge. 
Ml Tank Platoon). Narco 
Police, No/cs. New Zealand 
Story, Nor* And South, r*njo 
Spirit, NTnja Warnc**, Nitro, 
Off Rood Rocer, Oops Up, 
Oriental Games. Pocmcriio. 
Pong, Ponzo Kick Boxing, 
Persian Gulf Inferno, P47 
Thunderbolt, Prince of Persia, 
Rainbow Islands, Rick 
Dangerous 2, Robocop 2, 
Rocket Ranger, Rogue Trooper, 
R-Type, Run The Gauntlet, 
Shadow Of The Beast, 
Silkworm, Sly Spy Secret 
Agent, Speedball 1 & 2, 



Spidennon, Sphinx, Spy Who 
Loved Me, St. Dragon, 
Stormlord, Street Fighter, 
Stricter 2, Supercars, Super 
Hong-On, SWIV, 
Thuncteratode, Total Recoil, 
Turtles, TV Sports Basketball, 
TV Sports Football, Twintris, 
UN Squadron, Venus The 
Flytrap, Wanted, Wings Of 
Fury, World Cup Soccer, 
Xenon 2 MegofcJost 

NAME: Peter Woddington 
ADDRESS: The Steps, 

Bryngwyn, Rogoon, Gwenl, 
NP52AA 'Zffiffiffi 
TELEPHONE: n/a 
TIMES: n/a 

GAMES: Badlands, Ballistic 
Batman The Movie, 
Boulderdash, Commando, 
Construction KH, Cybemoid 2, 
Deluxe Point 2 (Look! This is 
the second person offering 
help on DPaint 2. How can 
you give help on an ort 
package 2 Is there a hidden 
arcade section or something?), 
Ookkhen, Dungeon Master, 
Exdon, Fafcon, Fiendish 
Freddy, Knights of The 
CrystoRion, Lards Of The 
Rising Sun, Navy Moves, 
Nebutos, New Zealand Story, 
Nightbreed The Action Gome, 
Operation Thunderbofl, Risk, 
Robocop 2, Stormlord, 
Thunderbtrds, Trivial Pursuit, 
Turrican, Untouchables. 

NAME: Paul A. Hardy 
ADDRESS: 33 Fir Tree Drive, 
Wales Shefheld, S3I BLZ 
TELEPHONE: n/o 
TIMES: n/a 

GAMES: Battle Tech, Beyond 



Zork, Champions of Krynn, 
Dungeon Master, Escape fram 
Singe's Castle, Gnome Ranger 
[Part One), Indiana Jones 
(Adventure), bgrid's Bock, 
Joan of Arc, Journey, Knight 
Ore (Part One], legend of 
FoerghaP, lords olthe Rising 
Sun, Lords of Time, Millenium 
2.2, Myth, Operation Stealth, 
Powermonger, Red Moon, 
Rocket Ranger, War in Middle 
Earth, Wtinbringer. Zork Zero. 
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INTERNATIONAL 
SPECIAL 

NAME: Michal Koztowski 
ADDRESS: Doroszewskiego, 
15 m 11,01-318 
WorsMwo, Polsko - Poland 
TELEPHONE: n/a (are you 
surprised?! 
TIMES: n/o 

GAMES: Batman The Movie, 
Defender Of The Crown, Fl 9 
Stealth Fighter. Future Wars, 
Ghosts & Goblins, 
Impossomote. Indiana Jones 
And The last Crusade 
[Adventure), Le'S'jresuit lorry 
1 & 2, lemmings, licence To 
Kill lost Patrol, lotus Esprit 
Turao Oollenge. Nitro, 
Operation Stealth, Operation 
Thunderbolt, Police Quesili 
2, Prince of Persia, Rick 
Dangerous 1 & 2, Shadow 
Of The Beast. Speedball 2, 
Spy Who loved Me, 
Supercars 1 & 2, Super 
Hong-On, Super Off Road 
Rocer, SWIV, The Secret Of 
Monkey Island, Time 
Machine, Toyota RAC Rally, 
Wings Of Fury, Zak 



If you are going to use a Contact, then please 
follow these two guidelines: 

1 . Respect the times printed. There's nothing 
worse than just drifting off to sleep at night when 
the phone rings (and contrary to popular belief, 
sensible times only does not mean three in the 
morning). 

2. Please send an S.A.E. for written queries. 

So you think you've got what it takes to be a 
Contact huh? You think that you can withstand 
the pressure of answering 20 phone calls a 
minute while writing seven replies, all at the 
same time? Okay, send us your details as 
described below and we'll soon weed out the 
men from the boys. 
Name: 

Address: (don't forget your postcode) 
Telephone Number (don't forget your area code) 
Times To Call: 

List Of Games Completed (in alphabetical order): 

To give you somettiinq to do when the phone 
stops ringing, we'll send you a free piece of 
software from our vast coffers. Send everything to: 
Contacts, The One For Amiga Games, Priory 
Court, 30-32 Farringdon Lane, London, EC1R 
3AU. 



WARNING!!! 

IT'S PARENTS' permission 
time again. Yes folks, you 
too could be one of the 
shiny, happy Contacts if 
you get your Dad's 
permission (or your 
Mum's or whoever else 
pays the phone bill in 
your house). Please ask 
them and hey, while 
you're at it, why not tell 
them you love tnem. You 
know it makes sense (it'll 
also help persuade them 
to say yes). 
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IF YOU'VE NEVER TRIED P.D. BEFORE - 
YOU DON'T KNOW WHAT YOU'RE MISSING!! 

TRY US ONCE AND YOU WONT BE DISAPPOINTED!! 

NO MINIMUM ORDER - BUT ORDER 10t DISKS & CLAIM YOUR SUPERB FREE GIFT!! 
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PUBLIC DOMAIN LIBRARY 
A.B.P.D (Dept CU) 45a Alma Road 
ST Albans Herts AL1 3BJ 
(0727) 833363 



GAMES 

IG026 SImard >' Sncoi em up 
|Go2S ..ABPDCo-npendLn.'Sgjires 
v • Go oi" Fteoos < fttontue 
G033 ...Dnp/fccaoeganfl 
lG036...Rasre'i' ArcaJe game 
IG037 ...Twntris ! 2 player Tetrs 
IG04I ...PSeuob cop /Arcade garre 
IGC42 ...2 Player Soccer league 
IG043 .Lam 1 Ad«entu*e game 
|GWa Chess I supetB ve-sion 
GW5 Seven Ties. 1 Speecbali game 
GW9 Eai Mire 'EmeraiaUine game 
GOSO Shapes /M»ke Archer 'meg 
GCSi ..Frantic Fredde 1 Arcade game 
IgqS? -Plpeine Ppemana game 
GDM ...ftP j 1 pJaye* arcade game 
I G056 Merin ftsk 1 1 Conpilalion 
G05B Garres Dsk ' G. Burgess, 6 games 
G059 .. .Wheel of Fonure i TV Quiz Game 
G060 -Ouizntasier V1 3 / A. CtoJiam 
|G06* .-Property Market Tradng game 
G062 .-NaodeonlcWalafegarae 
G063 .. Pararad I ffceakwt game 
GOW Game deals 1 Cedes - Sowers 
G066 SlSash. 1 Show em up 
G067 Mental image Game Disk 1 
IG068 Casro games Compflafton 
G069 Space Games ' 3 games 
IGQ7D. Mayhem I Snoot em up 
GQ7i - Casa or Doom 1 Adventure 
I GO 72 . Speccy BnHr 4 Games 
GO 73 . . Megabali . Brea«jL[ game 

Advenute Wrsr 
IG075 . Merlin Disk 2 / Corrplaton 



MUSIC 

MOO 1 .Kyle lirogie 2 risks 
M036 Sound ol Sierra 
M002. Groove sin the Heart 
M038 JMC64 lures 
M040 -Simpsors Do The Bart-ran ."i risks 
M033 603 Sale remlifls 
MQ71.D MoD muse? 
W368 f Ajconra Spanky 
M016. Feet :he Rhtytim 
MOi'.TecnnoBwc MegaMi 
M02I ...Pel Shop Boys -Sucurba 
M076-S'(Trlfi Music 5*3 Tines inc Oijgere 
M025..DigrlalCoreart3 
MOB-.OtgitalCorcenS 
MM2, Sally Boo 2 disks 
Uur vce Reriii 
M037 . Madorra Vogue ■ muse 
M052. Pneoomena Muse 1*18 wckeo lures 
MM:. Jane;Jac^r'RhyinmNitoni&l4 

No Minimum Order 



SOUND 

SOT! . .Sound Tracker Muse programme 
S002 ...Games music realor 
$004 ...Med muse programme V3 0 
ST01 . . Iresi wert dek kt Sound Tracker 
SOOS-Pro Tracker I 1B/ Use edrlor 2 dsks 
S0C6-.M9dV3.1UI MB ontf 

DEMOS 
A2K...Bart Smpson demo 1 oWay 
A2S6-. pnenrjrrvra Engma Cerno 
ASM.. .Amy v's Water I E. SelMflz. 1 "eg 
A3G8. Gooal Trash Demo I Stems 
A327 . System Voaron Demo I Anarchy 
A32S. SWess Srmuranr 1 HfarOifi t 
A331. Arm • Lemnwcjs Demo.' 2 disks. 2 Meg 
A334 Barman The Move 1 E, Schwartz, 1 Meg 
A335 Gull War . amusng Demo 
A336 Shutlle -Cook Anirr^ E Scfwert*. i Meg 
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Free Membership 

Speedy Service 

Free Gifts 

All Prices Include 
P&P 

100's More Disks 
Available 

Send 75p (or 
Catalogue Disk 



Cheques & P.O.'s payable to 
A.B.P.D. (AMIGA oniyi 




SPECIAL 
OFFER 

10 PACK 
QUALITY 
DSDD/1 35 TPI 
BLANK DISKS 
AND LABELS 
ONLY 

£4.75 inc 



UTILITIES 

U001 A"ifa« Eicelent Database 

U003 -IFF Fonts and St/laces for DTP 

Ui29 ...PX comees C Compiler 

U140 ...WOTwnghMP & Soelthecker 

UD05 ft'oicorocessor and label prirffir 

U007 . Dope Irwomake- 

U006 . Space wrier Demo creator 

U008 ..AIM rebttoral cttabase 

UOIO-.Vacalcspreadsheel 

U011...Jau Bench •orkbercn replacement 

U0l2..NortnC compilflr 

U016..Mas»rWusKilerV2.t Kits 124mses 

U165 M-Caa Compiler added oesgn 

U067 . Cruncfters corroualOn re powe* pack 

UTJ7D . .0 Copy backs-up protecW disks [mostl 

U073 ..MancJetrp PD compilation 

UMS-ABPDultoydM acute 

ItlOS Messy DOS Transfer PC lies 

U220..DipartfarDTP 

U040 Speedbench ; WcrtbenW re^aceTiem 
LW5 Pendle Eurooe uUs complason 
UiOS -Messy DOS I read Mtla. PC ties 
UiCS -Daksar utis 3 ' compilation 
U120 - SID ' CU Ublcy 
U130- Black Tiger SarUiiiMs 
U027..ErrajBlorC64ftAanST 
U124 ...C-Lighl >' Ray raarg package 
U125 .Red 5eclor Demo l/a«er 

FREE GIFTS 
Order 10-12 Disks get tree Smpack Oek Box 
Order 13-14 Disks gefirae Deluxe Mcose H:use 
Oder 1 5-1 7 Disks get Iree 2 Simpack Dsk ftiies 
Oder i B-1 9 Disks gel Iree Deltas Mcjss Mai 
Order 20- Dsks get free Amiga Dust Cover 




CREDIT CARD HOTLINE: (0908) 274819 



' 1 FREE!! PD disk of your choice from this advert with all orders 
• Prices ol disks: 1-10 disks £1.50 each 
Over 10 disks 99p each 

Please note: 2 disk demos count as a iwo disk price 
' Postage Free with all orders over £5 

Orders under £5 please add 99p postage, thank you. 



Catalogue Disks 50p each or free with all orders (updated monthly, over 11 




available) 



Accessories 




0.5 Meg upgradewith clock 


£29.99 

£26.99 


3.5*Cleaning Kit 

3.5' BO Capacity disk box 


£2.99 

£6.99 


3.5' 40 Capacity disk box 


£4.99 


Blank Disks 100% guaranteed 
All disks come with labels 


10 disks £4.99 25 disks 


£9.99 



Special Offer Software 

KickOtM £4.99 

ChampionolFlaj- ....... .i. iri|i|i-i-i-i £9.99 

Predator2 £9.99 

Ninja Turtles £9.99 

Dragon Breed £9 .99 

Bad Land £9 99 

HardDrivm £999 

DoctorDoom ^ £9.99 

Mean Streets £9.99 

UN Squadron £9.99 

BackToTheFuture3 £9.99 

PaperBoy » £9.99 

Vaxine £9.99 

Harley Davidson £999 

UltimaleRide £9 99 

Buy any 3 £9.99 games and get one heel 



[ >11SK 1 


.1.14 


DothBBartman 


745 


Vanilla ice (2 disks) 


361 


BenyBoo 


903 . . 




904 


Jaspet Carrol 


966 


- LoslBoys 


1000... 


Eurylnmics 


1001 ... 


Phil Collins IParadiso) 


1003... 


Jean Jarre (Japanese) 


1029... 


Get to the Sale House 


103S 


, , Noise ol Hie Nigm I 


1055... 


New Order I 


1074 ... 


...i. i Erasure VOeo Clips I 


971 


Running Man I 


1067 


Com pad Disc Player J 



i»» \>ii :s 



452 Bart Simpsons oa-ne 

647 Gunslinger* 

91 4 Madonna Puzzle Game 

933 Mega Ban 

968 Popeye 

1007 ,n, Sn>erQuiz 

1005 Soccer League (2 players) 

1011 Treasure Island 

1079" Trucking 12 disks) 

1081 FruBMachtneSun 

1082' Pom Pom Gunnei 

t008 DragonCav* 

1010 - SlarFloet 

1009 RingsolZone 

HM*m ii -nil -nil ■ -i -JvBRunnor 



I I II 1 1 II S ■ \\I>I/SI IIH SIXW ( \ni I IS OM , 



746.. 
532 
506.. 
359 



482 

691.. 
580.. 
753 . 



901.. 

917.. 

929.. 

944.. 

957.. 

1016 

1015 

1013 

202 

997 . 

1014 

963 .. 



. Red Sector Demo Crealiy 

Spedrun Emulator 

.„.—..- STEmulalor 

C64 Emulator 

Future Composer 

Simpla Accounts 

Uedtt Woroprocessor 

OulckbaGaWaiRia5e 

MED3 1D 

.... Family History database 
. Demo4i5»>orB. 1 75 ut*ties 

Domocioatorulrttiies 

PCBdesgnor 

.. Eight channel sound tracker 

Fleiibase 

Home Finance 

45Che*ts For Games 

Picture Help 

Oemolisrwrs 

utlls 

Fu»Force(70UtilS) 

EtleclsMujicCrealoi 

Terroi Music DM 



677 Ed 209 Movie 

700 MadonnaSlides(3diska) 

360 Neigriboui s Sildeshow 

786 NqhlmwaElmSt (2disKs) 

533 Madonna and Friends 

931" AimyNercisWalkor 

973* WaveSaiknglZOsKs) 

1091' Taxi Driver 

1067 Ace's One/ Ace's Two 

1071' i.niu'i.iiii NewMovies 

1077 . Movieso(lwFurure|2Disks| 

1080 Evil0ead2 

1079 El«a - WsUosic* sneDarc 

1052 007 (James Bono) 



in mos 



PD PACKS 



Simpsons Pack (6 Disks) .... 4,99 

Bu5inessPack(6DislD>) 4.99 

Adults Pack (12 Disks) 9.99 

Begmneis Pack( 12 Disks) 9S9 



740... 
560.. . 
465 . . 
1061 . 

41 

1066. 

946 . 

951 ... 

1022 

1023. 

1025. 

1026. 

1027. 

1041* 

1056" 

1064. 



. Simpsons demo (decay) 

RobocopSdemo 

Bruce Lee demo 

New Simpsons demo 

KicKOtf 

. . Power Saves (2 Daks) 

Trip to Mars 

Fndayl3th 

Slcy Ola Virus 

DracuUi(2D4Ms) 

Ma«Headioom 

The Bass 

Plasma I 

... Hi Street Blues (2 Daks) 

RedOwarl(2Disks| 

Aliens (2 Disks 




, Party Games 

Sex Machine Game 

i, nun Mysbc Puzzle Game 

Bedroom Olympiad 

-™.™,- Sevvens 

Bra Busters 

Showering Gnls» 

■t-T-t-n-iiri Mad Pom 
. Swedish Erotica 

Neighbours 

SoeyShow 

Girts, girts, girts 
Twisted Dreams Jubilee 6 
Bathing Beauties (2 risks) 

„ Ogimoviel 

it.ni.— Uncie Pervie vol. 1 
Playboy (2 disks) 

Escort and F«sta 

Jack the Nkpper 

OOh its obscene II 

COirlsobscenelll 

West coast girls 

Homy House i 

Byte Blasters 

1 „.,,^—.. Yes lis mental tool 

MeMn Movie 

- SareSe* 

TwistedOreams 

Wizzcats Comic art 

— Bob Snakes 

Sick and Sexy 

.. Party Games 2 



Note: • = 1meg only demos. Please make cheques or postal orders payable to: C.L.S. 
Please send your order to the following address: C.L.S. Dept. THO, Denbigh House, 
Denbigh Road, Bletchley, Milton Keynes, MK1 1 YP 

SWAPPERS WANTED!! Send your list for ours. 



FREE !!! DELIVERY 
In the Milton Keynes area 
(Cash on Delivery) 




There are hard games and there are incredibly hard games, but 
Psygnosis' simulation of futuristic warfare really takes the 
biscuit. Programmer Ed Scio and reader Peter Foreman help you 
battle on. 
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PLAYERS 




guidI 



KEY 



Road 
■ Barrage dak 
▲ Node 



Bomb port 1 
Huh or home* 
Floating bomb 



To complete Armour-Geddon you must find the five pieces of me neutron bomb and destroy the 
enemy's energy beam. Here's how to find each piece. 

THE MISSIONS 

Note: We are assuming that you are playing without Training Mode activated. If you 
have Training Mode on, ignore the references to developing materials and supplies. 



Bomb part 1 




Mission I 

Grid reference: 44,-10 
Compass from base: East 

USE R&D TO DEVELOP BOMBERS, Telepods {you only need three). Night Sights and 
Drop Tanks. Use one manufacturer on the Drop Tanks and tank shells and remember 
it is imperative that you make at least one Bomber, Telepod and Drop Tank. 

Go to the Intelligence screen and zoom out to 1 X magnification. Head right until 
you reach the second city which houses the first port ofthe Neutron Bomb (use Bomb 
Map 1 to make sure you have the right ploce). Fix the waypoint next to the factory 
complex then go to the Equipment screen. 

Load a Bomber with a Telepod, a Drop Tank and some form of armament. Fly to the 
city using the waypoint beacon, dropping the Telepod once you reach the target, then 
turn back (or base. Once you're bock home, fuel up a Heavy Tank, arming it with 
shells, ond o Drop Tank. Teleport to the city area and pick up the first part of the 
bomb (use the VDU to locate it}. Then head back to base. 
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Bomb part 2 



Mission 2 

Grid reference: 111,1 
Compass from base: East 
GO TO THE INTELLIGENCE SCREEN and 
head far right until you see an island (use 
Bomb Map 2). The bomb is on the most 
northern part of the T. Make this the 
waypoint. 

Load a Bomber with a Telepod ond two 
Drop Tanks and fly towards the waypoint 
(approx. 7,000m). Turn off your engine 
and glide in, firinq the Telepod into the 
ground, then lana the plane on the 
grass. Taxi on the ground and use 
the Telepod to get back to base. 

Now arm a Heavy Tank with 
shells and two Drop Tanks and 
teleport to the bomb. Drive 
carefully to pick up the bomb (use 
the Satellite view to avoid driving 
into the water). Once you've got it, 
head back to base. 
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Grid references: 127,88 & 
126,62 

Compasses from base: North by 
Northeast & Northeast 

GO TO THE INTELLIGENCE SCREEN, 
head to where you made the 
waypoint for Mission 2 and go up 
until you come across a green 
diamond-shaped piece or land. This is 
where waypoint 3 should be set. 
Directly north of this is a runway 
hidden by mountains. The bomb part 
is located between the green diamond 
and the tower. 

Give the Bomber a payload of two 
Drop Tanks and a Telepod. Taxi the 
Bomber into the base Telepod to 
reach the island in Mission 2. Take off 
from here and fly towards the 
waypoint, varying your shield to 
decrease fuel consumption. 

On reaching the waypoint, fire your 
Telepod and fly on to the runway. 
Land the Bomber there and pick up 
the bomb part (behind the tower). 
You'll probably have to sacrifice the 
Bomber ot this point. 

Now go to the Intelligence screen 
and set a waypoint on the radioactive 
symbol in the centre of the diamond. 
Arm a Heavy Tank with shells and 
two Drop Tanks and teleport to bomb 
part five. Keep your shield at full 
power as there are a lot of defences. 
Find the bomb using the waypoint 
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GENERAL TIPS 

FT IS ADVISABLE to Hy below 200ft as this 
stops your plane from bring detected on 
enemy radars. Flying even tower is a good 
safety measure against missies as the lower 



hitting the ground. 

Another way of avoiding missiles 
(while in a plane) is to switch to the 
exterior view when attacked and wolth 
for their approach. As they get dose, do 




keep your speed high by diving -the 
slower you ore, the easier rt is for the missile 
to hit. 

There are two types of flak: barrage and 
. You can fly under barrage. When 
ing to a certain position, try to skirl 
around any known defences (as shown on 
the map). It may take a little longer to get 
there, but you shouldn't be attacked. 

When the air is Riled with enemies, you 
con deem them up with a heavy tank. Arm it 
with shells (and a night sight if necessary) 
and go outside. It isn't necessary to move as 
planes dive at you and con easily be shot 
down. Heficoplers, on the other hand, 
prefer to stay above visual contact and fire 
their load. Don't panic, wait until (hev 
come into visual contact men blow them 
away (firing two shells as one will onh/ 
damage a heficopterl. 
Try to we the scenery as cover, 
putting a hid between you and a 
mttsw. Enemy aircraft hove a 
maximum of eight missies and once 
these are expended they switch to 
another weapon. Once nSey've 
totally run out of firepower, they 
return to base. 

If you run low on resources, 
try destroying some of the 
installations. When attacking 
nodes, fry to destroy the ones 
further up the chain (as 
indicated on the map). 
These are more hecvily 
de fen ded but transfer a 
lot more power than an 
'end node'. Don't break 
off the arrack unhl 
me node is fully 
destroyed as 
damaged nodes 
repair themselves. 
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Bomb part 3 




Mission 4 

Grid reference: 15, 115 
Compass from base • North 

THIS MISSION SHOULD BE ATTEMPTED IA5T os it is quite easv. The bomb part Is 
located north from the base, protected by four mountains linked together, forming a 
rectangle that encloses everything. Approoch is only possible from the air. 

Arm a Bomber with three Drop Tanks (you'll need them} and lake off. When you 
are within 7,000m, turn slightly so you approach from the left, thus avoiding a 
barrage of flak. Landing the Bomber requires you to stay at 200ft or so with 
controlled thrust. The idea is to glide in and taxi to the bomb. You will have to 
sacrifice the Bomber for this mission. 

You now hove all five ports of the bomb so it's lime to bomb the energy laser and 
win the game. The laser is situated on a green diamond (scroll the map north from 
Mission 3 area and magnify to maximum). 

As soon as you have bund it, set the woypoint and arm a Bomber with the Neutron 
Bomb and two Drop Tanks. Take off from your base and fiy towards the laser. Slay at 
around 200ft and get as close as possible before you drop the bomb. Make sure it 
hits ihen sit back and walch the end sequence. 
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We know that it's more than you deserve, 
but next month's issue will carry double 
the usual amount of Sneak Preview disks* 
That's right, an incredible four fully- 
playable demos - don't you wish that it 
was here already? 




Can you believe it? Fully-playable demos of US 
Gold's Indiana Jones And The Fate Of Atlantis, 
Audiogenic's World Class Rugby, Hudson Hawk 
from Ocean and our 3D Construction Kit 
competition winner. 



"Yes, we know we said that last montt, but 




it Quick While Stocks last! 
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